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And they said i couldn't find another one of these here on planet earth... 
Fox McCloud - Star Fox 
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The ScrewAttack Bolt! 

Every month there will be a ScrewAttack Bolt 
hidden in the front page, this was September's 
hidden ScrewAttack Bolt. 





No one Found it. You Lose The Game. > 


EDITORIAL 


Happy Halloween 


October is here, you know what 
means? 





AE 


This month's Issue really hit a snag in the road be- 
cause there wasn't so many submissions hasi 
thought I would receive, last month's issue got tons 
ol submissions so don't really know what happened 
this month, 


But mayhe let me answer my own question... 


I saw а lot of comments and messages were people 
told me that they would like to contribute but didn't 
know what to do for the magazine or that they don't 
have what I'm asking for... 





Ok.. here is the thing... 
‘YOU CAN SUBMIT ANYTHING TO THE MAGAZINE! 


For now is just blogs but later on 111 try to insert тоге 
Community related stuff like Forums or videos but for 
now à magazine with 075 blows is awesome and it 
works because is not boring to read the opinions of 
the gf's, that's what really makes the difference from 
other magazines, a magazine done hy gf's, for 018. 





The idea is simple you can submit your blogs tothe 
magazine, we chose the best ones and we post them 
in a magazine format, when we ask certain reviews or 
an it's the only thing we 











enjoy the blogs we will chose the hest ones, ween in 
mind that the blogs have to be recent not from like 4, 
6, 12 months ago, doesn't mean the blogs are not 
good but we want to keep thi 
you confuse yourself yes, И you do some retro work 
We accept those 100. 





Hope this clears up some questions from the JTS, 50 
for now enjoy this issue and see you next month! 
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THE INTERROGATION 


We get 10 know (he musical sexyness and the next 
James Cameron of funny movies in the whole world! 
and maybe (he only one to survive Jose’s eating 
attack... 





—  — H 
BRENTALFLO$$ 


What's your real name and 
where are you from? 


My real name is Brent Black апа! 
grew up in Irving, TX (only 45 ті- 
nutes from ScrewAttack НО!) 





preference? 


Opposite sex. 


What's the most important 
goal in your life now? 


Branching out the "brentalfloss” 
brands to include more of the 
things | enjoy doing, in the same 
way that James Rolfe used the 
AVGN as a launchpad to other 
brands like "Board James", "Cine- 
massacre” and his work for Spike 
TV. 





І write serious songs and plays and 
all kinds of things, and it's a big 
goal of mine to bring even more of 
myself to my audience than just 
satirical video game lyrics. Also, 
one of my goals is to own a was- 
hing machine. 





What's the most important 
goal in your life now? 


Eddie Izzard, Gallagher (He does 
more than smashing waterme- 
lons!), Alan Menken, Jeff Marx and 
Bobby Lopez (Creators of the mu- 
sical "Avenue Q"), Adam Sandler, 
Dr. Demento et al, and Jon 
Stewart, just to name a few, 


Besides music what other pro- 
jects you have іп mind? 


I've been thinking about trying 
stand-up comedy aside from the 
idea of "brentalfloss". 


I recently did a gig where almost 
nobody knew who I was and | had 
to do some furious tap-dancing to 
stay afloat with that crowd. 


I figured "why not work up some 
moterial for situations 
like this?" 








How wa; the whole approach 
with $crewAttach? 


Pretty simple: Craig asked if I'd like 
to be part of the site and | said yes. 


On your convention trips, 
which one has been the best 
and why? 


This is a tough question, but I'm 
gonna have to say SGC 2010. 


| hosted a password party in my 
hotel suite and just about everyone 
| wanted to hang with showed up 
(Except Nathan Barnatt, *sniff*)... 


Also | had a great time at my 
Q&A. 


Brent Black "Brentalfloss" 
doing his stuff, entertaining us. 


(in order)Brentalfloss became famous 
after uploading to YouTube his “What if 
(insert game) had Lyrics?” songs like the 
NES version of Zelda. 

How many times did Brentalfloss died 
playing Battle Kid??? A total of 137, ип- 
fortunately Jared is still the king of 
Battle Kid, 


Have you ever been recogni- 


zed in public? if io do you 
enjoy it? 


І have once in Dallas and four 
times іп New York City, 


| would enjoy it more if people 
would wait to recognize me while 


I'm on а date, or in some situation 


where it would looh impressive. 


But no, people always recognize 
me when I dare to leave my 


apartment egregiously unshaven in 


yellow sweatpants and an oversi- 
zed t-shirt | got for free at a 
hockey game... 


Haters and Fan Mail which 
ones has been the weirdest 
and awesome ones you have 
ever receive? 


I've been pretty lucky with haters 
because | don't really do anything 
terribly hatable (I think). 


As for fan mail, probably the 


coolest thing | ever got was a 
beadspite of "Flossman". 


m © | 
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Who do admire or respect in 
the entertainment industry 
and why? 


| like Steve Martin because he 
doesn't remand himself to a single 
discipline. If he wants to write a 
play or a book or release a CD, he 
just does it. 


What does your family have 
to say about your way to en- 
tertain us? 


They seem pretty proud of me, but 
I'm sure they'd have a few less gray 


hairs if my material were more 
family-friendly. 





Any last words to the 
91 community? 


Purchasing brentalfloss merchandi- 
se increases the size of whichever of 
your body parts is too small. 


What's your real name and 
where you from? 





My name is Ben Singer and | was 

born and raised in a suburb near 
Dallas, Texas. No, this does not 
mean | wear cowboy hats, work on 
a farm, own a horse or shine my 
spurs every Saturday. In fact, | 
don't even have much of your typi- 
са! southern accent. Hardly anybo- 
dy around here does, actually. 


As a hid what define 
you has a gamer? 


Funny story: until around the age of 
the Nintendo 64, (I think | was 
around 8 years old or 50) my pa- 
rents did not allow me to actually 
own a video game console! Which 
sucked. | had the 5 classic Sonics and 
eventually Sonic 3D Blast on PC, 
but that was about it. 


I love my parents to death, but at 
the time they did not think much of 
those strange computer toys. Now 
they're pros at Mario Kart, and I've 
even caught my dad playing some 
old World War 2 games on my 
Xbox! Crazy... Anyway, my oh-so- 

smart 8-year-old self was always 
complaining about this, and how all 
my friends had game consoles and | 
didn't. Not fair, wah wah, the usual 
little kid stuff. Fortunately, my 
good buddy David had almost 
everything a gamer needed at the 
time: NES, SNES, Genesis, every 


single handheld ever, and the 


brand new N64, 


At David's I played everything from 
Super Mario Bros to Super Star 
Wars to Zelda to TMNT to Goldene- 
ye to, well, as | said he had pretty 
much everything a gamer could 
want. 


So | got in plenty of game time at 
his place. That's all we ever did for 
awhile, actually. So much so his 
mom complained to my mom that 
all | ever wanted to do when I visi- 
ted was play video games, which 
forced her to finally give into my 
pleas and let me have a Game Boy 
and an N64. 


5o what defined me as a gamer 
when | was a kid? 


The fact that I loved video games so 
much I pissed everyone off until | 
got my own! 





How did you get into 
ScrewAttack? 


Pure luck. Sort of. This story actually 
starts back when | was a young lad 
at a mere ten years old, 


| was over at my friend Garret's 
house, and we were messing with 
this new toy he had gotten for his 
birthday: LEGO Studios, a simplified 
movie-making program primarily 
used for stop-motion LEGO videos. 


We screwed around with the 
camera a bit and made a god- 

awful video, but it sparked my ini- 
tial interest in movie making, | deci- 
ded that | wanted LEGO Studios, 
too, | wanted to make stop-motion 
movies, and actually spend the time 
necessary to make them awesome! 


For my birthday my parents bought 
me something even better: Intel 
Play. 





“High School Ben” was his SA name 
before entering collage. 
= (in order)Ben organizing the event's 


camera for SGC 2009.At the Human us 
Zombie events at this years SGC, yup 
NERF guns are a great add to your 
armory in case of a zombie apocalipse. 

> Ben at Ез being beat down by a Halo 


reach spartan. 


These days you may see this pro- 
gram labeled as Digital Blue or 
some American Idol music video 
maker thing, but back in the day it 
was Intel's simplified movie making 
program for kids, 


It came with this tiny dildo-shaped 
blue camera that could record up 
to three minutes of video at a time 
before it had to be uploaded to the 
program, but my buddies and | had 
a blast making videos with it. 


We started making all sorts of 
random movies, from a western 
series to a spy thriller to even our 
own cheesy 30 minute Star Wars 
movie, | even made a few stop- 
motion LEGO movies. 


At some point while we were shoo- 
ting one of the westerns Garret 
made a simple, off-hand comment. 
He said "Hey Ben, you should tota- 
lly be a movie director some day." 
The idea stuck, and from then on I 
planned to become a film director. 


Fast forward about seven-ish years. 
By this point | had graduated from 
Intel (Childs) Play to Pinnacle 
Studio (which blows) to Adobe Pre- 
miere and was using my dad's digi- 
tal camera. | had just finished an 
epic half-hour long fantasy film and 
Beowulf film, and was starting on 
my Zorro movie that would even- 
tually dominate at my high school's 
film festival. | was lucky enough to 
go to a high school where | had 
access to two classes that would 
change my life. 


The first was a class called Media 
Technology. This is where | learned 
so much about film and television, 
99% of the stuff I'm learning in co- 
llege now is simply review. My tea- 
cher in that class, Greg Ruuska, ac- 
tually ran the SGC main stage 
camera setup this year! The second 
class was my high school broadcast 
class, where the students produce a 
bi-weekly news show to be aired 
live around the school and over the 
web. 


It was not nearly as technologically 
advanced as Media Technology, 
but | quickly rose to a leadership 
position in the class and learned just 
as much from that as I did in Media 
Tech. Interesting fact: the student 
responsible for getting my old high 
school to finally create and support 
this broadcast class was none other 






than the man you may know as 
Cameraman Joe, who sometimes 
ran camera for Craig and Tom and 
is now a huge part of The Game 
Heroes. 


Small world, right? Anyway, during 
my Junior year, my broadcast tea- 
cher announced that some guy 
named Craig Skistimas would be 
coming in looking for interns. 


The next day, this tall guy wearing 
а weird baseball cap with a blue 
lightning bolt walked in and star- 
ted talking about this website of his 
called ScrewAttack. When he said 
he ran a video game media website 
that produced video content daily, 1 
did a double-take. It just so happe- 
ned that very day my final exam 
project was due, and it just so ha- 
ppened that my final project was a 


short movie | made where | get 
sucked into the video game Halo 2, 
and it just so happened that | had 
made it all in a single day. (Yeah, 
we had cool exam projects in that 
class. My mid-term was a Star Wars 
Rap music video.) 


It was like all the planets had alig- 
ned ог something, and | that 
became my impromptu “audition 
reel," | suppose. Craig was looking 
for one intern. He got three: Jose, 
Mickey, and myself. 


And that's where it all began, 


*What's the weirdest thing 
that has happened to you 
while working at 
ScrewAttack? 


Back in 2008, we had a March 
Madness bet going on where we 
filled in the rosters with the way we 
thought the games would play out. 


I used to be really into the NBA, but 
I never really bothered with college 
basketball, so | just looked up a 
roster online and copied it down. 
Hilariously, for the longest time | 
wos winning! Then UT lost and | 
had to wear nothing but a speedo 





at the Ігоп-Мап of Gaming 2008. 
A speedo with sparkles designed by 
Craig's mom. And then, wearing 
only the speedo, | had to arm wrest- 
le а shirtless Jared and fake-break 
his arm, freaking Craig out to no 
end. 


Then | played Guitar Hero in my 
speedo. That speedo now hangs 
above ту desk at the office. I'm 
not entirely sure if it's ever been 
washed since the event. 


Is that weird 
enough for you? 


What's your gaming 
preference? 


1 dont have any specific genre | 
adhere to, but I've always loved 
fast-paced action. This probably 
stems from the classic Sonics being 
my first ever games. 


Still, one of my all-time favorite 
games is Skies of Arcadia, and that's 
not exactly fast-paced. At all. It's 
turn based and takes 70 hours to 
complete! And | wouldn't call Guild 
Wars fast-paced either, and | 
played that for years! 


The one genre I'm just not good 
with is Real-Time Strategy. | don't 
even hnow why, but | find games 
like Warcraft and Halo Wars just... 
boring. 


I'm also pretty picky when it comes 
to racing games, cause a lot of 
them just feel the same to me. 


Platformers are awesome, and | do 
love a good, innovative story, and if 
І feel a game is becoming almost 
cinematic I'm impressed. Like Mass 
Effect 2 or any of the Metal Gear 
Solids, 






De you have any other heb- 
bies besides video games? 


My number one passion has always 
been movie making, so | guess you 
could say that's a hobby of mine. 


However, as that’s something of a 
career path for me, | don't know if 
it qualifies. Still, that coupled with 
ScrewAttack takes up almost all of 
my time, Heck, as I'm writing this 
I'm preparing for a shoot tomorrow 
for a class project, and then I need 
to storyboard a series I'm working 
as Director and Director of Photo- 
graphy... neither of which involve 
ScrewAttack, with which I'm wor- 
king on several other projects, al- 
ready, 


Whew, | have always wanted to 
learn guitar as a hobby, but every 
time | sit down and try to learn 
something else comes up. Poop. 
So | guess I'd say my next best 
hobby is reading. Exciting. 


What do you think about 
video games teday? 


A lot of people are found complai- 

ning "Oh, the new games are all the 
same these days! Today's gaming 
sucks! There isn't a good game an- 
ywhere here! Gimme old-school 
any day! Then again, you'll find 
complainers for literally everything. 
Frankly, | think these people are 
idiots, 


Sure, | love the old stuff as much as 
the next guy, but as | mentioned 
previously | love а good, cinematic 
storyline, and games today in gene- 
ral have much more success at pu- 
lling this off. Does this mean I'd 
rather play Lair than Final Fantasy 
1? Hell no! 


But | would rather play Dragon 
Age than Final Fantasy 1. Also, I 
think online play has really helped 
the gaming crowd grow into a 
more recognized and intimate 








Part of the main cast of “Metal Gear Ben” an original ScrewAttack show aired bet- 
ween 2009 and 2010. In order Bryan, Destin , Ben and Chad, 


community. Case and point: 
ScrewAttack.com itself! Sure, 
there's nothing like hanging with 
your friends at someone's house to 
beat each other up on Power 
Stone, but nothing's stopping you 
from doing the same with Halo: 
Reach! 


| ао wish more games kept 4-player 
split-screen as an option, that seems 
to be missing from some quite a few 
titles these days. 


| also love that so many companies 
are revisiting the old-school days in 
new ways with games like Sonic 4 
and Bionic Commando Rearmed! 


And those people complaining 
about lack of color or variety of 
games just haven't been looking 
hard enough. 


Honestly, | love how gaming is 
today. With the exception being 
Microsoft's Kinect and half of the 
Wii's unfortunate library. 


What's the most important 
geal in your life now? 


My most important goal right now 
is finding a way to make it big in 
the film industry. It's gonna be 
rough, but I'm confident I'll get 
there sooner than later. 





In the movie industry, who do 
you admire the most and why? 


This is a tricky one. 


The film master | admire the most is 
also the one | dislike the most: 
George Lucas. | greatly admire 
Lucas in his prime; the 70s and 80s. 
Lucas wanted to mahe films wi- 
thout being forced to conform to 
the Hollywood standards and wi- 
thout the controlling arm of 
money-craving business men. 


He succeeded so well, he changed 
the Hollywood standards he hated 
so much! He took the biggest risks 
in film making I've ever heard of, 
and he changed the world as we 
know it. It's practically a sin to not 
have seen the Star Wars trilogy! 


І consider George Lucas to Бе grea- 
test, and luckiest, independent film 
maker ever, - and then he 
became the money-craving busi- 
ness man he himself used to detest. 
Sad face. 


Have you been recognized in 
public and If (о did you enjoy 
н? 


Oh man, was it weird at first! I 
mean, having somebody you've 
never met greet you like they know 
you is pretty jarring. At least it was 
at first. Now, I think it's totally 
awesome when I'm recognized! It's 
nice to meet someone who appre- 
ciates what | do. 


There was a time on campus where 
it became a weekly occurrence, 
which baffled me to no end. I've 
never thought of myself as some 
sort of "celebrity" or "star" and I'm 
not gonna start until | make a 
bigger check than Brad Pitt. 
However, it's great to realize that 
actual living people enjoy your 
worh, and l'ue met some pretty cool 
people through these chance en- 
counters. 





Well... | am working on a big new project for ScrewAttack unlike anything 
I've ever done before. Vou should see it show up sometime in November. I've 
always sad the word "epic" should not be used lightly, but this is going to be 
EPIC! 


Any last words to the gis? 


I do want to thank all you 915 for sticking with ScrewAttack all this time! Wi- 

thout you folks, we couldnt do what we do, and that would be bad. 
(Understatement of the year.) This site is all about putting the gts first, and 
we'll stich to that until our dying breath. 


Thank you HybridRain for the interview, and for putting together this ama- 
zing magazine! 


And thanks to everyone else who contributed to it, too! I'm always impressed 
when I see an awesome 91 collaboration like this, and I hope to see more of it 
in the future! 





IF THERE'S SOMETHING WEIRD... 
WITH YOUR CHUMS... 
YOU KNOW WHO TO CALL... 





EVERY MONTH 
ONLY AT 
SCREWATTACK.COM 


CASTLEVANIA : Lores DF Suarow 
Release Date : October 8th 2010. 

Platform : Xbox 360. 

Hype Level : 9/10 


| cant wait to try this game. Ever since its 
reveal at ЕЗ 2009, I've been waiting impa- 
tiently for new information on it. And at ЕЗ 
2010, my waiting payed off, Not only did | re- 
ceive a sexy trailer, | also got to see the game 
in action, and damn does it look like a lot of 
fun. 


Although at times the main character reminds 
me a bit too much of War from Darksiders 
(Mainly due to there build and colour), the 

graphics are a lot tighter, and the gameplay 
looks a lot more epic, I'm going to have to wait 
and see how much fun it is to play, and how 
long it takes for it to get tedious, but just the 
voice cast alone has me hyped. 


I'm a massive Robert Carlyle fan, and he's pla- 
ying the main character in this game. Although 
1 haven't actually heard much from him, which 
worries me, why would they need to hide it 
from the public? 


Maybe I'm just being paranoid, Or maybe 
not...hmm... Anyway, I'll be picking up this 
game early Octo..jeez another one? That 
makes three high profile games all coming out 
in October, and two within the first 2 weeks. 


I'm going to be so broke. 


Thumbs Up or Down?: A ton of Thumbs! 
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W Anouisn 

Release Date : October 22nd 2010 
Platform : Xbox 360, PlayStation 3 
Hype Level : 6/10 





When | first saw the debut trailer for Vanqui 
| was very impressed, particularly with its su- 
rreal opening, and presentation. Unfortunately 
the E3 Gameplay trailer that followed quickly 
killed all of my hype. 


With its cheesy cut scenes and terrible voice 

acting, not to mention what seemed to be 

some average and uninspired gameplay, | 
soon gave up on the game, 


That was, until | read the previews Vanquish 
has been getting, which are almost unani- 
mously positive and full of praise for the game. 
Now | dont know what to think, 


To me, from a viewers standpoint, it looks 
bland and tedious. But apparently its a lot 
better to play. Hopefully there will be а demo 
of this game (Note : there now is a Demo, | 
have yet to play it), because | am not buying 
it without first trying it out, no matter how 
many good reviews it gets. 


The same thing happened to Bayonetta with 
me. | thought it was crude and dull to play, 
but its one of the highest rated games of 2010 
now. 


I guess I'll have to wait until its October release 
date to find out whether or not I'll actually 
enjoy playing Vanquish or not, І do love the 

suit however. 


Thumbs Up or Down?: A cautious thumb up. 





Release Date : October 15th 2010 
Platform : Xbox 360, PlayStation 3, PC. 
Hype Level : 6/10 


This is probably going to be very controversial, but the 
new, Modern reboot of the Medal of Honor franchise 
does not interest me in the slightest. That is not because | 
enjoy the Call of Duty games, although | do disapprove 
of the way EA are marketing games like this in such а 
way thatthey make themselves look like the good guys 
in comparison to Infinity Ward, its shameful really. 


Where was I? Oh, right. That's not why I'm not interested 

in this game. No. It’s because its trying to be too realistic. 

"Ooh, the Modern Warfare games aren't realistic enough, 

let's make a game where everything's set in real events" 

is pretty much the sentiment coming from Danger Close, 
developers of the game. 


Which means Medal of Honor is now set during the War 
on Afghanistan in 2001. Crazy and awesome Set Pieces 
have been traded in favor of "Drama" and "Realism". І 

don't play games to be grounded in the real world! | 

want crazy scenarios and epic moments that are fun to 

play through! It doesn't matter if the gameplay's solid, or 

the graphics are nice, | don't want to play a Video-Game 
of a real, current war! And that's why | won't be buying 

Medal of Honor. 


Also, some quick thoughts on the Multi-Player, it looks to 

me like a clone of Modern Warfare 2, smooched together 

with a clone of Bad Company 2, to create one, uncreati- 
ve mess. 


What pisses me off is that people aren't complaining 
about this! Yet keep moaning about Call of Duty not 
changing anything! Also, having people play as Taliban is 
a bit unnecessary. EA must of known this would upset 
War Widows, and Soldiers alike, and are doing it entirely 
for the free Publicity. Its disgusting. All in all, Medal Of 
Honor is looking like a big pile of meh to me. Even if it 
does get good reviews, which is entirely possible, | won't 
be picking it up, simply because its not the kind of game 
I want to play. 


Thumbs Up or Down?: I'm sure its going to be decent, but 
its a Thumbs Down. 








ao 


FaLLour: New Wecas 
Release Date : October 19th 2010 

Platform : Xbox 360, PlayStation 3, PC. 

Hype Level : 7/10 


I'm probably the only person on 
Screwattack who hasn't played the critica- 
lly acclaimed Fallout 3. Why? | just never 
got around to buying it. Its for that reason 
why | look to the release of New Vegas, 
with little interest. | know its not a sequel 
` to Fallout 3, but it's definitely going to give 
people the same experience. One thing 
that especially worries me is the Developer, 
Obsidian Entertainment. Now, they don't 
exactly have a great track record, what 
with Neverwinter Nights 2, and Alpha Pro- 
tocol receiving mixed, to negative reviews, 


Will they repeat there averageness with 
Fallout? One of the most beloved franchi- 
ses in Gaming? Only time will tell, but from 
what | have seen, it doesn't look too bad. 
That said, graphically ¡ts atrocious. lt ac- 
tually looks worse than Fallout 3, despite 
that being 3 years older. 


If you look past the graphics, and observe 
the game play, its looking just as solid as 
Fallout 3, if not pretty much the same. But 
hey, it worked so well last time, right? | do, 
however, very much like the setting of a 
ruined Las Vegas for a game, and hope to 
see it again in another game, Resident Evil 
6 perhaps? (Dead Rising 2 doesn't really 
count since its actually "Fortune City"). 


All in all, it looks like a solid game, but | 
have my doubts that'll live up to the suc- 
cess of its predecessor. 


Thumbs Up or Down?: A thumb up, 
although I'm not sure why. 





Star Wars TFU 2. 
Release Date : October 29th 2010 
Platform : Every Platform known to Man. 
Hype Level : 710 


When it comes to Star Wars, my interest waned 
after Episodes 1, 2 and 3 were a massive let down; 
increasing in letdowns as each prequel was 
released. Which also means I tend to avoid its 
recent spin offs, which include the TV Series, 
Books, and Games. The only Star Wars game I've 
bought this Century is Lego Star Wars: Тһе Com- 
plete Saga (Which was AWESOME by the way). 


I only played a brief demo of the first Force Un- 
leashed, and whilst it was fun to throw Storm 
Troopers into things and watch them bend and 
explode, it was ultimately a slow and frustrating 
experience, that | didn't want to continue, and as 
such, did not buy the game. 


However, this much anticipated (By nerds) sequel 
promises to rectify the problems of the original. 
How may you ask? Two simple words my friends. 
Boba. Fett. What's that you say? The gameplay is 
difficult and annoying? DOESN'T MATTER! BOBA 
FETT BITCH. Huh? The Star Wars franchise has 
been steadily declining ever since the original Tri- 
logy? DOESN'T MATTER! BOBA FETT BITCHES. 
Boba Fett fixes all what ails you. Oh yeah, and 
there's some guy named Yoda in there too. Who 
cares? BOBA FETT. 


Jet Packing Bounty Hunters aside, the developers 
have promised to fix much of what made the 
original game disappointing, so, who knows, 
Force Unleashed 2 could be a surprisingly good 
game, or it might suck. Oh wait...that's impossible 
BECAUSE ITS GOT BOBA FETT. YEAH! 


Thumbs Up or Down?: WHO CARES. BOBA FETT. 








Crisis : Гг ләме StoRM 
Release Date : October 19th 2010 

Platform : PlayStation 3. 
Hype Level : 5/10 





A re-re-release of Time Crisis 4? For the same console? 
Нтт..оһ wait, they added another game to the pack! 
That sounds like a good deal, what is it...Razing Storm? 

Oh, | guess that would explain the title, 


Namco are once again proving themselves the Kings of 
re-releasing games with this new Compilation of Time 
Crisis 4, and Raving Storm, the latterhaving been exclusi-| 
ve to Arcades until this release. Both of these games are 
On Rails Shooters, and have been re-released specifically) 
to piggy back on the release of the PlayStation Move. 


There's not really much | can say about this one, once 
you've played one Light Gun Shooter,you've played 
them all really. Whether it be Time Crisis, Ghost Squad 
or Resident Evil : Darkside Chronicles. Basically, that 
means if you like these kind of games, there's absolutely 
по reason why you won't likethis. 


Except if the Move Controls don't work, right? DON'T 
WORRY! Namco have you covered, and if you simply 
purchase yourself a PS3 Compatible Light Gun, you can 
enjoy the real Arcade Experience at home, for many, 
many times the price of playing at the Bowling Alley! 
GENIUS! Yeah, seeing as | don't own a PS3 anyway, I'll 
pass. 


Thumbs Up or Down?: | would put my thumbs down, but] 
they are too busy holding all these shitty peripherals. 
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VIDEO САМЕ PRE 


FABLE 3 

Release Date : October 26th 2010 
Platform : Xbox 360, PC. 

Hype Level : 10/10 





Aww yeah bitches! Now we're talking! Fable 2 is 

one of my all time favorite games, so how could | 

not be excited for its sequel? Fable 2 is one of the 

few RPGs | actually enjoy, in fact | loue it to bits, 

mostly because it allows me to be the evil mons- 
ter that I've always wanted to be. 


ALL HAIL THE SHADOWFIEND MWAHAHAHA! 


*Ahem* So, all Fable 3 needed to do was give me 
more of the same, and | would of been happy. 
But oh no, they didn't do just that, they essentia- 
lly revamped everything. Graphics, Gameplay, 
even Albion has received a new, steam punky 
makeover. Sexy. Lionhead Studios have also pro- 
mised to removethe clunky feel of Combat, as 
well as many traditional RPG elements that stop 
the gameplay from being smooth and easily 
accessible, 


The menu system has been completely redone 
also, creating a virtual world within 
a world, starring none-other than John Cleese, the 
funniest man to ever be unbearably boring in the 
real world. Character Morphing has also 
been made more dynamic, hopefully allowing for 
amore monstrous Evil form, as opposed to just a 
pair of horns. I want the Red Demon on the front 
of the Fable 2 box damn it! Basically, they've 
taken what made Fable 2 awesome and 
improved it. 


What more could you want? The one thing that 
worries me is that you are no longer playing your 
Fable 2 character, which means | will no longer 
have all my badass weapons and clothes. 


I spent hours and hours creating my Fable Perso- 
na and finding the Assassins Clothing, | don't 
want to have to start again! Needless to say, I will 
definitely be buying this game, and will post a 
review whenever the hell I finish it. 


Thumbs Up or Down?: Thumbs Up the Butt! 











Release Date : October 29th 2010 
Platform : Xbox 360, PlayStation 3, Wii, DS. 
Hype Level : 6/10 


When looking at a Rock Band, or Guitar Hero game, 
there is no need to look at the gameplay anymore, as all 
these games are exactly the same no matter how much 
graphical polish and Power-Ups they add. No, people 
aren't interested іп how a new Rock Band or Guitar Hero 
gameplays. 


They want to know how the set list, right? Well, let's take 
a butcher, shall we? Oh shit, 83 Songs? That's a lot of 
Music. This could take a while...hmm...tell you what. I'll go 
find my personal highlights, and report back to you ров- 
thaste! ...Okay, I'm back. Break on Through to the Other 
Side is an awesome song, as is | love Rock and Roll, and 
Bohemian Rhapsody is good also,..hmm...the rest of the 
songs | either don't know, or have already been featured 
in a Guitar Hero game, 


That's a tad disappointing, considering the sheer amount 
of songs there. | guess once you get to a certain number 
of titles, you start to run out of new material. Wait; 
scratch that, that's retarded. There їз years upon years 
of Music ripe for the picking, both old and new, Are you 
telling me a company like EA wouldn't be able to get 
permission to use them? | don't think so, Never mind. 


Despite its waning popularity, I'll always enjoy 
playing Guitar Hero/Rock Band, I love the gameplay 
style, and arcade feel. That said, | do enjoy playing songs 
I like, or at least know more than unknowns. But again, 
at the same time, you can get introduced to some fan- 
tastic new bands and tracks. So...yeah, Its Rock Band, 
same old shit new tracks, Oh, and there's a keyboard or 
something, no idea how that works. Sure its fun though. 


Thumbs Up or Down?: Thumbs too busy on the Orange 
Button... 
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VIDEO САМЕ PRE 


NBA Jam 
Release Date : October 8th 2010 


Platform : Wii. I can't exactly call myself a fan of Sports games іп 
Hype Level : 7/10 any form, there are some Sports games | can ас- 
tually appreciate, and even enjoy. I'm talking the 
more laid back, arcadey style ones, Ones like 
NBA Jam. 


Okay, so | absolutely no idea who any of the 
people in the game are. Norhave | heard of any 
of the Basketball Teams featured, but this lack of 
knowledge doesn't stop me from having a quick 
blast of fun in the Basketball Court. At least, 
that's how it was on the original (Or whichever 
edition | played) NBA Jam. Can this long antici- 
pated, new installment in the Jam Franchise 
match that level of fun? 


Well, so far, all signs point to yes, with the game 
maintaining the same style of gameplay as ¡ts 
predecessors, except with some tightened up Gra- 
phics, and a few additional modes that | know 
absolutely nothing about, 


This Wii edition of NBA Jam faces one problem 
however, in the form of its recently revealed 360 
and PS3 versions, which both sport (Pun Uninten- 
ded) online multiplayer, a MASSIVE slam dunk 
over the Wii version. 


See, | can use the Basketball lingo, I've got the 
cred. If you are a true hardcore Jam-Fan, then 
you'll probably dribble on down to your nearest 
, store and pich this version up regardless of these 
problems. 





If you're a passive fan like me, you'll probably 
wait it out till the 360/Р53 versions come 
out...and they're super cheap...What? Money 
doesn't grow on trees y'know! 


Thumbs Up or Down?: If I put my thumbs up, the 
Basketball will break them... 








ENSLAVED 2 “>ғ-еззех TO THE WEST 
Release Date : October 8th 2010 
Platform : Xbox 360, PS3. 

Hype Level : 8/10 


PW If you'd of asked me a week ago "Hey Stickman, you 
buying that Enslaved game?" I'd of been like "HELLS МО, 
d | AINT BUYIN NO GAME WITH A MONKEY MAN IN IT". 


Okay, maybe not, but | wouldn't of said yes. However, 
now that | have had a chance to play the demo of the 
game, | can say withouta doubt, that | might pick it up. 
Yet another form of Media based on the Chinese novel, Jo- 
urney to the West, ODYSSEY to the West (See what they 
did there?) is the newest game from the makers of 
Heavenly Sword, one of the most overhyped Games of all 
time. 


Not only that, but its story is penned by the writer of such 

works of Cinematic Genius as 28 Days Later, and Sunshine. 

1 didn't get much of the story in the Demo, but | did get a 

heaping helping of awesome gameplay, and stunning 
Graphics. 


The level | played through involved escaping from a 

crashing...plane thing, frantically jumping around like the 

little Monkey wannabe that you are, as bits of the Plane 
explode and collapse all around you. 


Its truly exhilarating stuff, and more than makes up forthe 
annoying camera, which, admittedly, I had gotten used to 
by the second play-through, The actual gameplay is 
pretty basic stuff, featuring the Arkham Asylum method 
of making you look like a badass, when you're really just 
pressing 2 buttons. Regardless, on a cinematic scale, Ensla- 
ved is looking like one of the most epic games of the year. 
And if that’s your kind of thing, then you should definitely 
give this a look see. 


Thumbs Up or Down?: Thumbs, and a Fake-Monkeys Tail 
up. 
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Bungie has continued to improve the series with each new release, and after almost ten years they have five games 
under their belt, With each Halo game adding something new to the experience while at the same time refining 
the established formula, what can we expect from Halo: Reach? ls it a glorified expansion pack like ODST? Or is 


Reach in the same vein of the first three Halo games? 


Story and Visuals 


Halo: Reach takes place before all 
the other Halo games (Halo: Wars 
not withstanding) and tells the 
story of the human stronghold 
planet Reach, and its subsequent 
defense against the Covenant. 
Reach is the last planet standing 
between the Covenant and Earth, 
and humanity most do all in its 
power to prevent the secrets of 
Reach from falling into enemy 
hands. 


The game has players taking con- 
trol of an unnamed Spartan known 
only as Noble Six. As soon as the 
game starts, players will be tasked 
with creating a custom Noble Six 
from scratch, You have multiple 
options to customize your Spartan 
like helmets, chest plates, shoulder 
pads and visor colors. You can even 
select the gender of your Spartan 
апа your teammates will respond 
to you appropriately. Once that is 
done you will be introduced to the 
rest of Noble Team and be given 
your first mission, 


The moment the intro cinematic 
starts you will notice the wonderful 
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job Bungie has done with the 
game's visuals, There is a lot of 
detail in every object that you 
come across and the battlefields are 
bigger than ever before. 


Instead of the grays and browns 
that plague most modern shooters, 
Reach offers а more vivid color pa- 
lette, with Spartan and Covenant 
soldiers coming in every color in the 
rainbow. 


Sometimes, the frame-rate will 
suffer when there is too much 
action on the screen, but it barely 
happened during any of my pla- 
ythroughs so it isn't much of a pro- 
blem. 
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The Covenant invasion of Reach 
makes for one of the most interes- 
ting and human stories ever told in 
any of the Halo games. 


While you are playing through the 
campaign you will always have this 
feeling of hopelessness, as you see 
that no matter how hard you and 
the rest of Noble Team fights, 
everything around you is falling 
apart. 


It gives a great sense of desperation 
and makes you fight harder, 
hoping that your actions will make 
a difference. 


The only disappointing aspect of 
the story is the lack of character de- 
velopment. 


With only ten missions, the game 
just doesn't have the time to deve- 
lop any of the characters. 


That means that you will not care 
about your comrades when some- 
thing bad happens to one of them. 
Aside from that, this is the best plot 


in a Halo game to date and makes 
for a great entry point for new pla- 
yers, while also keeping veterans of 
the series entertained through the 
whole ordeal. 


Sound; and Controls 


Halo games have always been 
famous for their great soundtrack 
and Reach is no exception. Series 
composer Marty O'Donnell delivers 
опе of his best scores to date. Each 
track serves it purpose well, with 
some epic pieces like "Unreconciled" 
playing during big confrontations. 


‘Weapons have also received an im- 
provement in the sound de- 
partment, Each gun now has a sense 
of weight and power that was mis- 
sing from previous titles. When you 
fire the assault rifle it truly feels like 
a real gun instead of the BB gun 
that was Halo 3% AR. 


r~ 


Gameplay 


There are four main pillars that 
compose the Halo: Reach experien- 
ce. Those pillars are Campaign, Fire- 
fight, Competitive Multiplayer and 
Forge World. 


The Campaign is the best in a Halo 
game yet. It offers a great challenge 
with some of the best enemy АЛ. in 
the business. 


If only the same thing could be said 
about your allies. While your fellow 
Spartans can handle themselves well 
in a fight, they can't drive to save 
their lives. 
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This feeling translates well to every 
weapon, and really makes you feel 
like you are doing some serious 
damage every time you fire your 
gun. 


The voice acting is mot great but it 
gets the job done. Each Spartan has 
a distinctive accent, which adds to 
what little personality they showca- 
se through the whole game. 


Since the Covenant no longer speak 
English, they have a more alien and 
threatening feel that in previous 
Halo games. 


The same goes for marines, so if 
there is any driving that needs to be 
done, be sure that you're the one 
behind the wheel. 


The pacing however із excellent. 


There is not a single dull moment 
through the whole game and you 
will never be doing the same thing 
for too long. 


One mission might start you with 
your feet оп the ground, but it 
doesn't take long until you're blas- 
ted into space in an experimental 


If you have played any of the past 
Halo games, then you already 
know what to expect from the соп- 
trols. 


As always, the controls are intuitive 
and responsive, and will have you 
sticking grenades and sniping 
baddies in no time. 


But in case you're not happy with 
the default controls you can always 
choose from multiple control sche- 
mes, all of which function great. 





Saber to deliver a special package 
to the Covenant. 


The Campaign can be completed in 
around 7-10 hours depending on the 
difficulty level and the player's skill. 


Up to four players can blast through 
the campaign online but only two 
can play in the same Xbox, 


Although the campaign is great for 
co-op, Firefight is your best bet if 
you want to take on the Covenant 
alongside your buddies. 
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Reach adds a lot of new features to 
the already familiar mode. For 
starters, Firefight now features a 


Matchmaking option, meaning 
that you won't have to tackle the 
Covenant threat all by yourself if 
there aren't any friends playing the 
game. 


Also, you can now customize the 
entire experience, Want to fight 
only Grunts using an infinite rocket 
launcher and a jet-pack? Done, 
Want to fight only Elites that have 
double shields while your only 
weapon is an infinite sniper with a 
bottomless magazine? Done as 
well. 


The customization options are 
almost limitless, making Firefight 
one of my favorite modes in Reach. 


Competitive multiplayer is the area 
where all Halo games have always 
offered the most and Reach is no 
exception. Halo's famous match- 
making system is back and it's 
better than ever. Now you have 
the option to decide what type of 
teammates you want to be pair 
with. Don't feel like going ultra- 
competitive and just want to have 
some fun? Then set your psych pro 


file accordingly and you will be 
paired with players with the same 
priorities. 


All of the classic modes like Slayer, 
Capture the Flag, Assault and In- 
fection are back in Reach, but 
Bungie has added a few new ones 
as well. 


Some of the new modes include 
Headhunter and Stockpile. In 
Headhunter, every enemy that you 
kill drops a skull; the first player to 
take 25 skulls to the designated te- 
rritory is the winner. 


Stockpile is capture the flag, but 
with a twist. Two teams fight for 
four neutral flags that must be 
taken to a designated spot in a set 
amount of time. The first team to 
score ten flags wins the game. 


However, of all the new modes, my 
favorite has to be Invasion. Invasion 
has two teams, one composed of 
Spartans and the other of Elites, 
fighting over a set of objectives 
until the attackers deliver a power 
core to the extraction point. The 
best part about Invasion is that the 
longer the game goes the better 
your load outs become. 





The Covenant invasion of Reach 
makes for one of the most interes- 
ting and human stories ever told in 
any of the Halo games, 


While you are playing through the 
campaign you will always have this 
feeling of hopelessness, as you see 
that no matter how hard you and 
the rest of Noble Team fights, 
everything around you is falling 
apart, 


It gives a great sense of desperation 
and makes you fight harder, 
hoping that your actions will make 
a difference. 


The only disappointing aspect of 
the story is the lack of character 
development, With only ten mis- 
sions, the game just doesn't have 
the time to develop any of the cha- 
racers. 


That means that you will not care 
about your comrades when some- 
thing bad happens to one of them. 
Aside from that, this is the best plot 
in a Halo game to date and makes 
for a great entry point for new pla- 
yers, while also keeping veterans of 
the series entertained through the 
whole ordeal. 


Speaking of load outs, Reach has 
done away with the equipment 
system found in Halo 3, in favor of 
the more convenient Armor Abili- 
ties. Armor Abilities are present іп 
the campaign, but it's in multiplayer 
that you will truly come to appre- 
ciate them. 


At the start of most games you can 
choose from different sets of load 
outs, all of which include different 
weapons and Armor Abilities. You 
сап use а jet-pack to rain dead оп 
your opponents or go the more 
stealthy way with active camoufla- 
ge. Only one AA can be equipped at 
а time which helps keep the game 
balanced while at the same time 
offering players different way to 
enjoy the game. 


This, coupled with some new aweso- 
me weapons and vehicles like the 
Plasma Launcher and the Falcon, 
keeps the experience fresh while you 
collect credits to advance in rank 
апа buy new gear. The only di- 
sappointing aspect of the multipla- 
yer is the lack of any space combat. 
It worked great for the campaign 
апа | would have loved to see it in- 
tegrated in the multiplayer some- 
how. 


Credits are the currency system used 
in Reach. You earn credits for 
everything you do in the game, me- 
aning that no longer are kills and 
victories the only route to advance 
in rank and unlock new gear, This is 
great for players that like to play 
assist roles because now they are 
going up in rank at the same pace 
as any other player, You can also 
complete daily and weekly challen- 
ges to earn even more credits, 


Forge World is a re-imagining of the 
same mode that was introduced in 
Halo 3 but kicked up to a 100. 
Bungie has now given players the 
tools they need to create maps and 
gameplay variants that are only 
limited by the player's imagination. 
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Many of the maps that shipped with 
the game were made in Forge 
World by Bungie, and some of them 
like Hemorrhage (a remake of 
Blood Gulch from Halo: CE) are 
huge. 


| have already downloaded re- 
makes of maps from classic games 
like Goldeneye and Gears of War 
and | can't wait to see what the 
community comes up with next. 


Rating: 


Pros: 


ABest visuals in a Halo game to 
date. 

A Highly polished gameplay. 

A Firefight is a blast with friends. 
Enough content to last you for 
years. 

A Intelligent enemy АЛ. makes for a 
great challenge. 

ABalanced multiplayer that will 
have you coming back for more. 

A One of the best soundtracks in 
recent memory. 

A More accessible story than pre- 
vious titles, with one of the best 
ending sequences in gaming history. 
AForge World is only limited by 
your imagination. 


Closing Comments: There is so much 
content in Reach that | know | must 
be missing something in this review. 
The game offers players enough 
content to have them playing for 
years to come, There are some 
minor disappointments like the lack 
of character development and the 
wasted potential in the space 
combat, but that doesn't stop 
Reach from feeling like a complete 
package from beginning to end. 





Cons: 


* Very little character develop- 
ment. 

Ӯ Frame-rate can stutter when 
there is too much action going on. 
* Wasted potential in the space 
combat. 

Y The driving АЛ for your allies 
sucks. 


Final Verdict: 9.6 


Visuals - 9.5 
Story - 8.0 
Gameplay - 10 
Sounds - 10 
Controls - 10 
Replay - 10 
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Developer Beenox is no stranger to the circle of Spider-man game developers as they were in charge of porting 
some of Spider-Man's games prior to this title to the PC. But for this title, this Activision subsidiary was given the full 
reins for a brand new concept with their already familiar web slinger that's no stranger to Comic book fans, Movie 


goers and Gamers worldwide. 
Story and Visuals 


Written by veteran Amazing 
Spider-man writer Dan Slott, Our 
story begins in the Amazing/Main 
marvel universe or Earth-616 for 
you comic book aficionados. The 
tablet of order and chaos, a great 
artifact of great power із on display 
in New York City and Mysterio 
plans to steal it and sell it at the 
black market, but have no fear 
citizens! Your friendly neighborho- 
od Spider-man is there to stop Mys- 
terio from his evil plans. 


A battle ensues between the two 
and in the process Spider-man 
shatters the tablet apart and its 
pieces are scattered in a mystical 
blast. 


Mysterio grabs a piece of the shat- 
tered tablet, realizes that it gives 
him powers much greater than his 
illusion tricks and disappears. 


Madame Web appears where the 
tablet used to be and informs 
Spider-man that his actions have 
caused the fabric of his reality and 3 
others to be on the verge of collap- 
se. 


5he tells him that she already infor- 
med the Spider-man of each res- 
pectiue dimension on the situation 
and that they all must work toge- 
ther to gather their pieces of the 
tablet and restore order to their 
worlds. 


Throughout the different chapters 
of the game each Spider-man will 
face his dimension's versions of well 
known Spider-man villains, each 
with his own piece of the tablet 
fragments that gives him strength 
in accordance to his power with in- 
teresting results. 


Although the ending is nothing but 
predictable it still serves as a fun- 

ride with generous amounts of fan 
service that fans of the comics will 
most definitely enjoy. 


In what seems to be a Comic book 
fan's wet dream, Beenox decided to 
take 4 popular version of Spider- 
тап from different dimensions and 
concepts and mash them all toge- 
ther into one game. 


Each Spider-man brings his own 
graphic style, gameplay mechanics 
and voice to the mix which helps 
create a diversity between all the 
Spider-man that helps the player 
differentiate and eliminate the 
notion that you're playing the same 
character 4 times in a row. 


The game's atmosphere seems to 
take a cue from the Silver-age of 
comics and brings in a grand сһее- 
secake that everybody will have a 
bellyful at the end of it. But this 
what helps makes the game feel bit 
more like a Comic book. 


Loaded with fan-service for the de- 
voted it will keep fans happy 
throughout the entire game and 
give you the feeling that Beenox 
really did their research on the di- 
fferent version of Spider-man in the 
development stage, keeping it as 
close as possible to the source mate- 
rials. 


The game itself borrows many ideas 
from already existing Action- 
platformer and even big name 
titles like (Ironically enough) 
Arkham Asylum. But in its of blen- 
ding it the development team ma- 
naged to keep the game fairly cha- 
llenging and entertaining that will 
provide you with an average of 10 
hours of gameplay. 








P Iron Spiderman, an un- 
lockable costume for the 
game. To unlock go to the 
main menu and press: 
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Gameplay 


All of the Spider-men share some 
combos, spider sense and and moves 











new to the table that spices 
things up and creates a cha- 
llenge or a slightly different 
gameplay mechanic. Ama- 
zing із the barebone version 
of Spider-man, having mostly 
basic attacks and combos 
a few wide range attacks but 
without any character 





specific upgrades he stands alone as the representative of what a basic 
action game might be like, his levels are designed the same as they have 


each one of them brings something almost no variety aside from the "beat enemies up and move on to the next 
area." but they make up for it by being more platform and puzzle based 
than the other Spider-men. 








Amazing Spiderman 


Ultimate is "teamed up" with the alien symbiote for this game that gives his 
attacks a slightly better range than the rest of the Spider-man and also рго- 
vides him with rage mode that once activated gives him faster, stronger and 
wider attacks for a short duration. 


That duration can be extended by purchasing his character-specific upgra- 
des or keep hitting enemies in succession. 


Due to this Ultimate’s levels seems the most combat based as there would be 
times where you would be almost completely surrounded by enemies and 
be forced to activate rage mode in order to survive. 


However, it seems like the ability to keep it going for a long time by simply 
hitting enemies might turn down the challenge a little bit but later on the 
enemies will get tougher to keep the challenge going up. 





Ultimate Spiderman 


2099 serves as a balance between platforming and combat as his levels are 
designed to provide a good portion of both although they tend to fall ¡ll to 
repetitive level design. His attacks and skills have a good balance of speed 
and power He also has the unique ability of using his accelerated vision that 
slows down everything around him and can even deflect rockets shot at 
him. That ability can be turned on and off at will, regenerates on its own 
апа is meant to work in tandem with the spider sense. This Spider-man also 
has his own freefall segments where he will fall head on at great speed to 
either escape a peril or chase a vill 


Spiderman 2099 Universe 


Noir is the most unique Spider-man out of all the 4 and stands in almost 
complete contrast of the other Spider-men. While the other Spider-men 
emphasize on combat and platforming, Noir puts an elements of Stealth 
gameplay and silent takedowns as his main point of interest, with combat 
limited to very few segments and boss battles. As you run, crawl and jump 
your way out of the light you're forced to stay hidden in the shadows and 
avoid detection, for if you're detected you are likely to get shot on the spot. 
His levels are the ones with the most variety as they require planning and 
patience and not just rushing into battle. Unfortunately, this game element 
is hindered by enemy А. that is relatively easy to fool and takedown. This 
Spider-man has the least health out of all the others but he makes up for it 
by having а regenerating health bar. 


Noir Spiderman 


When you first start the game you 
have limited attack combos and 
abilities, but by collecting the in- 
game currency that's called 
"Spider essence” you can upgrade 
your attacks through Combat ир- 
grades menu and Character- 


specific upgrades through Charac- 
ter upgrades. Spider essence can 
be obtained by taking down ene- 
mies, collecting spider emblems 








and hidden spiders that also 
double serve as health boosts and 
completing challenges. 


The Web of Destiny is the screen 
where you can find and track 
these challenges. Each level, with 
the exception of the final battle, 
has 15 challenges making a total of 
180 and while many of them are 
story based and will be completed 








once you reach a certain part of the 
level there are some that will require 
you to deviate a little from your 
path and perform different actions 
or even buy special powers before 
you can unlock them. If you're а 
completionist the web of destiny can 
provide you with more replay value 
for your buck. 


Along with their differences the 
Spider-men have some common 
abilities that all of them can use at 
will. 


They have the classic spider sense 
which can be turned on and off at 
any time, give you the location of 
secret emblems/spiders and show 
enemies' health bars by coloring a 
red silhouette around them. 


A Spider-man game wouldn't be 
complete without webshooting and 
this game is of no exception as it 
handles web swinging and web zip- 
ping that allows you to cover great 
distances with simple presses with 
ease. 


Another segment thot all the 
Spider-men share is the tst person 
combat that's restricted to boss 
battles. 


At times you will be forced 
to fight bosses face to 
face and punch them 
repeatedly while you're 
dodging their attacks 
to either knock them back ог 
get an opening. 


These parts give the feeling 
of a poor man's version 
of punch-out, are 
predictable, easy and 
seem to be nothing 
more than a hindrance. 


For the majority of the 
game you will be doing 
whatever a Spider- can and 
the level design will follow 
the same routine of 


"beat enemies, advance to the next 
part.” but sometimes the game will 
try to spice it up with parts where 
you have to rescue innocents from 
peril and/or defend them while they 
perform another action, 


Those parts don't serve much purpo- 
se as they will get repetitive relati- 
vely fast but combined with each 
Spider-man's style of gameplay it's 
safe to say that they're only a minor 
flaw of this pachage. 


Concept art for a full equip 
Noir Spiderman. 











































It's no secret that Spider-man 
games require the tightest controls. 
Players want the ability to swing to 
their heart's content and see where 
they're going and for the most part, 
Beenox delivers on that notion. Vou 
have your basic controls jump, 
double jump and even triple jump 
(that can be abused almost indefi- 
nitely.) low attacks, high attack 
and grab all mapped to the 
buttons you'd expect them. 


If you played an action game 
before on your console of choice 
you will get the idea of the controls 
in no time and will be able to dig 
right in. The controls feel great and 
responsive for the most part and 
they're mapped to the right 
buttons allowing you to easily exe- 
cute basic attacks and advanced 
combos. 


Wall crawling is as easy as pressing 
against the wall, web swinging 
works great as it only requires you 
to hold one button for your basic 
swing or press it to save you from a 
fall to your death, 


Web zipping is done with the press 
of a button and you are given the 
option to swing at almost any given 
time and web zip everywhere you 
can see a bright yellow pointer, 


But unfortunately this game suffers 
from the bane of other Spider-man 
games and that is the camera, 


You have the option to lock to a 
specific enemy on screen to better 
help you concentrate on him and 
focus your attacks on him, but so- 
metimes you will find out that the 
lock-on system will set you up for 
the enemy that you didn't want or 
even an enemy that's off-screen at 
times, it seems like Beenox was so 
aware of this issue that they made 
the lock-on button the dodge 
button as well. 





Web crawling, although done easily 
suffers much from this issue rende- 
ring it unusable for the most part. 


There were times when I tried to 
climb the wall up to the celing only 
to find out that the camera deci- 
ded to switch angles and make me 
crawl down the wall I just crawled 
up. 


Luckily enough those issues are 
addressed in Noir's levels where it 
really matters. 


Sound 


Beenox managed to get some 
pretty big names for this game. 


Four past Spider-man voice actors 
for the roles of the different 
Spider-men, John DiMaggio of Fu- 
turama and Gears of war fame, 
Steven Blum, Nolan North, Jennifer 
Halle and even Stan Lee are among 
the few famous names you'll be 
able to spot and hear throughout 
the game and they all deliver their 
lines in a great and convincing way. 





So much, that at times you'll feel 
like you're watching an episode of 
an animated Spider-man show. 


Another example to the great at- 
tention to detail put into the ove- 
rall presentation of this game. 


As we all know, Spider-man refuses 
to shut up and never ceases to 
make his cheesy and corny jokes. 


The first couple of times you will 
laugh at his comments and re- 
marks about his enemies with lines 
like "Stop hitting my fist with your 
face." or "This won't hurt a bit, oh 
guess what? | lied." 


Unfortunately there arent too 
many lines like that and the fact 
that the Spider-men share most of 
those lines will make you want to 
reach for the mute button at one 
point or another. 


The background music of the levels 
doesn't really stand out by itself. 


While the background music fits the 
environments and the atmosphere 
of the level that you're playing you 
wont find it especially memorable. 


But it does help to set the mood for 
а battle, swinging session or a boss 
fight. 


Graphic 


This is the element that truly sets all 
of the Spider-men and their levels 
apart. 


Although all of these Spider-men 
come from comic books, there was 
a great attention to detail put into 
effect where each Spider-man has 
its own graphical style, look and 
feel to it that remains true to its 
source material and gives the game 
great visual variety. 








The amazing universe uses bright 
colors and cel-shaded environ- 
ments to help convey the comic 
book feel. 





Ultimate puts an emphasis on even 
more cel-shading, reminiscient of 
the Ultimate Spider-man game 
and highly saturated colors to give 
the feel of the fresher, newer style of 
the comic book. 





2099 uses the most realistic gra- 
phics out of all the 4 with highly de- 
tailed environments and charac- 
ters. 
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Noir uses a sepia-dark color scheme 
devoid of almost any colors to help 
accommodate for the 1930's atmos- 
phere. 





Those 4 different graphical and art 
styles help provide the game its 
greatest sense of variety and make 
you feel like each Spider-man 
really does come from a different 
universe. 


The attention to detail on how 
everything in those levels has been 
designed and made to look it is 
commendable. 


Beenox also worked with Marvel 
artists to provide universe-specific 
versions of Spider-man villains like 
Hammerhead in the Noir universe, 
which is а new design. There's a 
great sense of comic book fanservi- 
ce all across the overall design of 
the game. 


Far from perfect, but very enjoya- 
Ме in its own merit, Spider-man 
shattered dimensions is a solid entry 
to the family of Spider-man games. 
and a pleasant surprise from 
Beenox. 


It's far from perfect and it has some 
flaws like somewhat repetitive 
combat, boring segments and a 
few control issues but it's overall a 
great package that is a must buy 
for any Spider-man fan or the 
gamer who loohs for a fun action- 
platformer. 


There's a good balance of challenge 
here across the levels with the diffi- 
culty and the web of destiny will 
provide some added replay value. 
This is а game that celebrates 
Comic Booh fandom in high glory 
but was meant for non Spider-man 
fans as well. 


| give it a solid: 
8 out of 10 


Highly recommended. 1 





Review by gl RRPG 






Ever since f e of the aitieally ac- 
deimed Ki the PS2, the 
saries hes kind of stag d inko an undara 
tad position of hype for the tirandhise, ls this 
new installment enough to keep people on 
their toes until Sera end Rikus next adventu- 
re en the Nintendo SDS? 







Read the review to find eut! 
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Story 


Taking place 10 years prior to the 
events of the first Kingdom Hearts, 
our tale tells the story about 3 
youths who are burdened as true 
Keyblade Bearers before Sora and 
Riku got their hands on them. 


The three youths called Terra, 
Ventus, and Aqua have worked 
very hard to try and earn the Mark 
of Mastery so that the balance of 
Light and Darkness can remain in 
check, At present day, Terra and 
Aqua are the chosen candidates to 
undertake the tests to see if any of 
them can receive such a huge title, 


Both perform admirably well, but 
Terra fails when Master Eraqus and 
Master Xehanort discover that 
darkness illuminated from Terra 
during his exam, 


Aqua, on the other hand, earns the 
title for keeping her heart strong, 
easy, and balanced from fear. 
Ventus begins showing concerns of 
who he really is when a mysterious 
figure named Vanitas secretly 
mocks him for his own bidding 





After that, Master Xehanort di- 
sappears and word is received from 
Yen Sid at the Mysterious Tower 
that many worlds were now suffe- 
ting from an imbalance as darkness 
grows stronger due to a darkened 
race of minions called the Unversed 
appearing out of nowhere. 


Taking up the tasks, Terra, Ventus, 
and Aqua travel separately to dis- 
cover the events of all the worlds 
and uncover the deeper truths 
about what Master Xehanort is 
really doing and their fated outco- 
me near the end. Three friends, two 
manipulators, one, fated show- 
down, Destiny is never left to 
chance. 


Gameplay 


Boy oh boy. The gameplay is stuck 
with so many variables that it has a 
bit of a steep learning curve for the 
overall experience. | think the best 
place to start off would be with the 
game's difficulty settings. Birth by 
Sleep starts off with four difficulties, 
where Beginner, Standard, and 


Crazy Modes return in place from 
the previous games. The newest 
mode, in this game, is the Critical 
Mode, and it goes beyond Crazy 
Mode in terms of how difficult it is. 


Basically, it’s like if you get hit by 
one enemy during a battle, you are 
screwed. Anyway, playing through 
these modes offer a nice balance on 
what you will lose when you are hit 
by an enemy, how much damage 
you will do to them, the time you 
take to complete the worlds and 
the game as a whole, and much 
more. 


The challenge is fair for all the 
modes, but not every mode is going 
to be a walk-in-the-park based on 
how strong the opposing forces are. 
Next up, let us talk about the cha- 
racters you play as; Terra, Ven, and 
Aqua, That plays as the дате bi- 
ggest innovation for the franchise. | 
mean, it isn't anything new as this 
has been done before in Suikoden 
Ill on the PlayStation 2 where you 
select one of three main characters 
to be the one who will lead against 





the opposing force. However, King- 
dom Hearts: Birth by Sleep makes 
all three characters equal with their 
own conflicts that they must try and 
resolve, and it makes you feel close 
to them as they all become equally 
important. Terra’s main conflict is to 
battle against the darkness inside 
him, despite of being associated by 
the many Disney villains and Master 
Xehanort’s manipulation from 
behind the scenes and when talking 
to him. 


Ven's main conflict is to make friends 
when he wants to help Terra and 
Aqua on their mission, despite them 
telling him to go home, and the 
constant harassment of Vanitas who 
slowly reveals himself on how he is 
related to Ven. 


Аана» main conflict is to watch over 
Terra to make sure he is going down 
the right path and to bring Ventus 
home because of his young age to 
travel, despite the many burdens 
she goes through based on her Mark 
of Mastery when travelling through 
the different worlds. 


Tetsuya Nomura, the series' creator 
and character designer, even stated 
that each character will not be less 
ог more important than each other, 
and you have to play as Terra, Ven, 
and Aqua in that order to fully un- 
derstand how the story is played out. 
Which is rightfully so because it 
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always seemed that Terra would 
enter a world first and Aqua was 
usually the one to end the full story 
behind each place. 


Playing as all of them and comple- 
ting certain objectives such as collec- 
ting Xehanort's Secret Reports in 
each tale will reward you with a 
Final Episode to complete the whole 
story behind Birth By Sleep. 


Now, for the part you have actually 
been waiting for! The actual game- 
play within Birth by Sleep! 


But first, | would like to mention 
that there are so many variables to 
the game such as new Keyblades, 
obtaining new skills and magic, co- 
llecting money, and fighting many 
enemies and bosses are all there 
from the past installments of the 
franchise. So, that hasn't changed. 
Too bad you won't be seeing any 


|| 





Heartless or Nobodies in this game, 
sadly. Anyway, you gain experience 
from fighting many Unversed to 
grind your character, and it is coin- 


essential when playing on the 
harder difficulties. 


Depending on who you play as, 
using your Keyblade will come in as 
more necessary than using magic or 
abilities, even though they are hel- 
pful when in a tight pinch. 


The gameplay, for the most part, re- 
sorts back to the same hack-n-slash 
action that has existed in the series 
since the first game, so it’s always fun 
fight enemies in real time combat. 
Some of the newest innovations are 
the ShotLock Mode to take place 
over the MP gauge, and D-Links to 
combine a lead character with ano- 
ther character to unleash new stats, 
abilities, and finishing commands. 


These are very important, too, as 
you have to resort to some measure 
in increasing your powers, speed, or 
magic depending on the situation 
you are їп. Now, the Unversed you 
fight against will mostly be different, 
and their status will change depen- 
ding on which world that you travel 
to. 


Speaking of which, there are a total 
of 12 worlds in the game where 11 of 
them are playable. The other one is 
particularly a story-based cutscene 
that takes place on Sora and Riku's 
homeworld, Destiny Islands. 








Travelling from world to world 
won't always be perilous as that 
flying, rail-shooter feature is not 
present (which | prefer because it 
being similar to Star Fox 641). 


So, each world will be radically di- 
fferent, and they are mostly all 
based on Disney Worlds that 
haven't made the cut in other ins- 
tallments like Deep Space with 
Stitch, Enchanted Dominion with 
Aurora and Maleficent, and Castle 
of Dreams with Cinderella. Terra, 
Ven, and Aqua come in at different 
times to complete their own parts 
of the world's story, so they are all, 
usually, done pretty quickly. 


Collecting money із also an impor- 
tant staple in this game as you 
have to buy items such as Potions, 
Elixirs, and abilities, too. 


Finally, let us talk about some of 
the rewards you get for grinding 
your characters. First off, let us start 
out with the bosses, Fighting parti- 
cular bosses won't grind your cha- 
racter to newer levels, per se, but 
they do grant you with newer abili- 
ties and Boosts in HP, 


Collecting certain abilities like the 
air dash, block, glide, and double 
jump will be very useful to reach 
new heights, items, and to evade 
enemy attack. Did you know that 
all of your standard commands, 
field, and shotlock abilities can 





grind, too? That's right! The more 
you grind them on the many Un- 
versed you defeat, the more you 
will lay some serious damage on 
them and bigger healing onto 
yourself. Also, you can combine 
many abilities and synthesis mate- 
rials to create newer abilities that 
you won't find anywhere else. 


Like 1 said, the variables are large 
for this PSP title, and the learning 
curve із steeper, but not one that із 
too hard for everyone to get their 
hands оп to play as it is really fun. 


Sound 


Let us do a little comparison bet- 
ween this game and the others. 
Throughout the entire series, Yoko 
Shimomura has been the head 
composer from the first game and 
all the way up to this one. Most of 
the scores have been brand new 
with every installment, but most of 
them are recycled in the later ones 
like 358/2 Days and Coded (which is 
getting a remake and making its 
way over the US and Europe for 
the first time). 


Birth by Sleep continues the trend 
of having newer compositions, and 
few on remixed or recycled themes. 
However, she is not alone this time 
as two of Square-Enix's composers 
have also joined in; Tsuyoshi Sekito 
from Brave Fencer Musashi and 
The Last Remnant, and Takeharu 





Ishimoto coming off from his work 
on Dissidia: Final Fantasy. Like | 
said most of the themes and arran- 
gements are new, but there are 
ones that come in as cameos such as 
the song ‘Successor’ from Crisis Core: 
Final Fantasy МИ because of Zack 
Fair's appearance in the story. Most 
of them are pretty good, and they 
are enough to give enough reason 
to listen to those songs if the game 
ever gets an Official Soundtrack, 


The sound effects from past King- 
dom Hearts games are in this one, 
too, but with some new ones to fit 
in for the newest bells and whistles 
in this game, but you get the idea. 


Finally, the best thing about the 
Kingdom Hearts games has always 
been the use of a diverse and strong 
voice cast, and Birth by Sleep is no 
different, Let me go ahead and say 
that this game probably has the 
best voice work than most of the 
others іп the series, and the game's 
heavy drama апа light-hearted 
moments are easily blended in. 


You have Jason Dohring playing 
Terra, Willa Holland coming in as 
Aqua, and Jesse McCartney coming 
back and playing as Ventus who 
has a strong resemblance toward 
Roxas in the other games. 





Plus, you even have Mark Hamill 
playing Master Eraqus and Haley 
Joel Osment playing as Master 


Xehanort's apprentice, Vanitas. 
Speaking of Master Xehanort, he is 
the only person who steals the story 
as his voice work is provided by the 
famous Mr. Spock from Star Trek; 
Leonard Nimoy. 


| have heard many others who 
played Xehanort's Heartless such as 
Richard Epcar and Xemnas such as 
Paul St. Peter, but Leonard Nimoy 
really takes the cake when it comes 
to the character he plays as. 


That villainous, old, and dark voice 
for Master Xehanort just makes my 
skin crawl, and is enough reason for 
why the voice work is even more 
top-notch in this game than most 
others. 


You do hear most others from past 
games coming into this one, but one 
other is totally different. Bret Iwan is 
the new voice of Mickey Mouse after 
he takes the role from the late 
Wayne Allwine that most of us grew 
up with for the character. 


He's not bad, but his voice for King 
Mickey just seems a bit too forced 


and not relaxed as Allwine did. 
However, it is still a good to have a 
strong resemblance toward both 
voice actors on the character. 


Overall, the music, sound, and voice 
work is pretty strong for this PSP 
title, and even stronger than most 
others for the platform. 


If there is one thing that Kingdom 
Hearts has managed to keep intact, 
then it is the overall presentation of 
what the franchise is all about. King- 
dom Hearts: Birth by Sleep feels like 
it is a major entry that we have 
been waiting for ever since Kingdom 
Hearts Il on the PlayStation 2, and it 
comes in with flying colors like most 
other games, 


Е may be a prequel, but it is one 
that helps with fixing gaps and fles- 
hing out plot holes that many others 
may have been confused with in 
past games, and with the newer and 
returning characters builds a stron- 
ger presentation even more. Despite 
some little nitpicks from here and 
there, Kingdom Hearts: Birth by 
Sleep is a solid game for the PlayS- 
tation Portable, and one that most 
PSP owners and fans of the series 
should not miss out on! 





Replay Value 


I'm going to be quite frank, here. 
There is a ton of extra filler in this 
game than just playing through the 
main story and outside of it. 


Some of the ones that'll interest most 
people will be the fact that the 
world, Mirage Arena, serves as the 
new Olympus Coliseum to fight 
against many Unversed in many 
rounds 


These, too, will help grind your сһо- 
racters more and to obtain newer 
items such as co-op abilities, stronger 
Keyblades, and more to offer in cha- 
racter customization. What's even 
surprising is that this is the first game 
to offer online multiplayer via 
Ad-Hoc Wi-Fi. 


So, you can battle against many 
people online or help them get 
through different Battle Brackets 
without any problems. You can 
even color code your characters to 
your own fittina, and register your 
name to show who you are, online, 
Don't think this mode is an easy 
picnic as you will end up facing foes 
that are harder than you actually 
think. 
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Another feature is the new Com- 
mand Board Mode where Terra, 
Ven, and Aqua face each other to 
see who can win at this game. 


Think of this mode as a Mario Party 
game, but with no mini-games in 
between each character's move on 
the board. No, the purpose of the 
mode is to collect the most GP and 
win the game. 


During the game, you land on 
many panels that you can place 
your own abilities to help grind 
them if you don’t want to do that in 
battle. Landing on panels can also 
mean losing GP than gaining more 
as you may land on an opponent's 
panel with their own abilities to 
help grind their abilities. 


Rating: dy tr dr tr dr - 





You can gain a variety of different 
maps that are themed after the 
many worlds you visit. 


So, if you find the need to change 
things up a bit, then feel free to do 
50. 


Some people may think of this as a 
great way to take a break from 
playing the game, but | honestly 
don't find this feature to be all that 
compelling because you can easily 
grind your own abilities when you 
are in combat. 


Other new feature to add to the 
replay factor are stickers as you can 
collect so many to place in a sticker 
book and gain new items and abili- 
ties as many others, too. 


9/10 - A de - MUST PLAY! 





This із the only feature that із not a 
part of the Japanese version, but 
will be added in this game's Final 
Mix version in Japan. Collecting stic- 
kers and placing them in this book 
will help describe the mood by your 
own discretion. It's a good way to 
help with your abilities to create 
new commands through character 
customization, so it's not always a 
total loss to try something that is 
beneficial to a character's growth. 


Did you also know that you can 
fight other bosses in the game that 
tahe place after the main story? 
Ves, There are two optional bosses 
you can fight, and they are hard as 
nails to defeat. So, the grinding and 
the obtaining of newer Keyblades 
and abilities is a big must, However, 
they mostly are trial and error 
when you fight them, 50 you may 
not always win like how you try 
and defeat Sephiroth in Kingdom 
Hearts Il. You gain the reward of 
stronger Keyblades than you al- 
ready have, so you add more to 
your bestiary of items. 


Finally, let us talk about the Archi- 
ves Mode on the title screen. This 
mode is a bestiary of what all you 
have obtained, movies you can 
watch, and achievements/trophies 
based on your objectives you com- 
pleted in the characters’ stories. 
Trying to obtain 100% of 
everything is one of the reasons to 
add in more replay value, and the 


amount of walkthroughs in a single 
story arc won't be disappointing. 
Overall, the extra filler is enough to 
give more plays than just starting 
over from scratch. 


If there is one thing that Kingdom 
Hearts has managed to keep 
intact, then it is the overall presen- 
tation of what the franchise is all 
about. Kingdom Hearts: Birth by 
Sleep feels like it is a major entry 
that we have been waiting for euer 
since Kingdom Hearts Il on the 
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PlayStation 2, and it comes in with 
flying colors like most other games. 


It may be а prequel, but it is one 
that helps with fixing gaps and fles- 
hing out plot holes that many others 
may have been confused with in 
past games, and with the newer and 
returning characters builds a stron- 
ger presentation even more. 


Despite some little nitpicks from 
here and there, Kingdom Hearts: 
Birth by Sleep is a solid game for the 
PlayStation Portable, and one that 
most PSP owners and fans of the 
series should not miss out оп!) 





SEREWATTACK MAGAZINE - OCTOBER 2010 


Pros 


A Excellent gameplay. 

A Great sound in the music, sound 
effects, and voice work. 

А The challenge is equal and fair 
when it comes to the many diffi- 
culties. 

A Tons of extra content and replay 
value. 

A Incredible design for a PSP game. 

A Easier Character Customization. 

A Great story and characters. 

А Controls are more simplified for a 

A handheld device. 


45 


Y Load times are a bit of a nuisance 
in between events or when entering 
sub-menus. 

У Some of the final bosses may be а 
bit cheap than most others. 

У Camera can be a bit annoying 
when fighting in many battles. 


Overral: 
9/10 

















PlayStation.Move 


Review by g1 WaterShooker 


Айвар spesuletions, rumor end finally am etie 
dal cnneuncament Sony's answer t 
Nintenclo’s motion control gameplay media 
he Playstation Move, was released) in the 

US en September Tih. 














But does ft really fare well against the Wife 
mote and the nundhudk er fs fe really just 
ottempt by Sony to cosh in end jump on the 

bandwagon? 





Many speculate that Sonys at- 
tempt to enter a market that Nin- 
tendo already knows all too well 
might be considered futile at this 
point due to Nintendo's 4 years of 
experience and share of this market 
іп All territories, Before we take a 
look at the Playstation Move let's 
track back and analyze the events 
that led to its conception: 


In 2002, 3 years before the official 
launch of the 7th and current vi- 
deogame console generation, Im- 
mersion Corporation of San Jose, 
California filed a lawsuit against 
Microsoft and Sony for infringing 
their patent of the rumble feature 
found in the DualShock/2 and the 
Original Xbox controller. Nintendo 
was not involved in this lawsuit as 
their Rumble Pak and Gamecube 
controllers used a different techno- 
logy that wasnt similar to 
Immersion's in any way. After a 
legal battle of more than 2 years 
Microsoft reached an out of court 
settlement with Immersion but 
Sony decided to keep on fighting 
for their right to keep producing 
Dualshocks. The judge ruled 
against Sony and declared that 
they must stop selling DualShock 
products, Sony appealed many a 
times and while the appeal was 
being heard they still managed to 
sell more controllers. 


The Playstation 3 was announced 
at E3 2005 but was shown without 
а functional version of the console 
and an unusual design for the con- 
troller commonly known as "Тһе 
batarang”. The Wii received its offi- 
cial unveiling 4 months later at the 
Tokyo Games Show of the same 
year. 


A year later, at E3 2006, both con- 
soles were officially shown and were 
given a launch date, a price and 
full specs, The Wii's capabilities with 
а motion controller capable of 
rumble were shown while the new, 
redesigned Playstation 3 controller 
was renamed "Sixaxis" and was 
given a motion control technology 
of the same name that provided 
controls in six axes (Up/down, 
forward/backward, left/right, pitch, 
yaw and roll). 


But the rumble was nowhere to be 
seen or heard from. Many have 
speculated and criticized that deci- 
sion by claiming that Sony finally 
lost the lawsuit to Immersion and 
seeing the Wii's functionality deci- 
ded to add their own idea of 
motion controls as a last-minute 
counter to Nintendo and to make 
the controller stand out. Only one 
Sixaxis game, Warhawk, was 
shown at that ЕЗ. Sony tried to dis- 
prove of those claims by saying that 
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a rumble feature is not possible due 
to the sensitive nature of the Sixaxis 
motors, A claim that was debunked 
by Immersion’s vice president, 
Victor Viegas. 


Some of the earliest games of the 
Playstation 3 had a feature that re- 
quired the use of the Sixaxis at one 
point. Games like Uncharted, Rat- 
chet & Clank: Tools of destruction, 
Warhawk and Folklore seemed to 
have their features work well with 
the Sixaxis. But the players still de- 
manded the return of the rumble 
feature, 


Victors claim was eventually 
proven correct as Sony announced 
the DualShock3 at TGS 2007 that 
had both the Sixaxis AND the 
rumble feature in the same contro- 
ller and the discontinuation of the 
Sixaxis-only controllers. But at that 
time it seemed like it might have 
been a little too late for Sony as the 
Playstation 3 had a decent launch 
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with a price tag that didn't help it A copy of Sports Champions: 1 Playstation Eye Camera: 
set the name Sony had hoped. A 
couple of months after the addition 
of rumble Sony managed to get 
back some of the large 3rd party su- 
pport it had during the Playstation 
2 days and managed to get their cu- 
trent home console back on track. 
But their market share was still low 
and they were being crushed by the 
year-early Xbox360 and the che- 
арег Wii. At ЕЗ of 2009 Sony officia- 
lly announced the much rumored 
“Playstation Move" which served as 


Sony's true answer to Nintendo's And a demo disc with demos that 
‘Wiimote. 1 Motion Controller: at the time of writing are not avai- 
lable on the PSN store: 


Yours truly was able to attend an 
official Playstation Move launch in 
San Francisco on Friday, September 
17th where | saw my first real demos 
of the controller, move-enabled 
games and move-only games. | was 
impressed with what | saw and deci- 
ded to buy a Sports Champions star- 
ter bundle: 
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Now let's go over the relatively 
simple setup process. The following 
steps can be done in any order: 
PlayStation,Move 

Bundle / Ensemble ч > -Соппес the Playstation Eye 
Camera to an available USB port 
-Switch the Camera to "Wide-lens" 
by rotating the camera lens dial to 
the right. You'll know in this mode 
when the white dot on the lens is po- 
inting to the Blue dot and the right 
blue LED is turned on. 
-You've probably noticed from the 
above picture that the motion con- 

hos a PS button and a USB 

Connector at the bottom of it. 
th of these can be used to sync the 
controller to the PS3 like you would 
do with a DualShock3. The contro- 
ller will take the last bluetooth port, 
port 7. 





Now that we're set and ready to 
go, let's look at some games! 
The first game that we'll take a 
look at is Sports Champions. While 
not officially а launch title of the 
move, this game is one of the ear- 
liest on the system. Its direct compe- 
tition is Wii Sports resort and it 
serves as a true showcase of the 
Move's capabilities. 


Story 


In the year 2345, The troubles that 
plagued mankind for centuries like 
war, pollution and disease are gone 
from the world and the nations of 
the world, while not united, live in 
an almost complete green and eco- 
logical utopia. Humans spend their 
time enjoying all that life has to 
offer and live a carefree life. Every 5 
years the nations of Earth send their 
champions to compete in 6 diffe- 
rent sports. 


The winner of this competition gives 
his homeland great honor and 
pride for the next 5 years. 


The game doesn't strive for realistic 
graphics and spectacular visuals 
but instead relies on a more carto- 
ony look and feel for the game. The 
characters themselves have some 
variety but this is not the main 
focus of the game and it shows that 
by giving the characters medium 
detail, 


The characters themselves don't 
have any lines but they have a so- 
mewhat stereotypical voice to 
them. The game itself will not have 
any memorable music as well and 
it doesn't do a good job at enriching 
the experience. The sound effects of 
the different actions sound fairly 
realistic, spare for a few cartoony 
sound effects like a strong hit in 
Table Tennis or a superstrike in 





Gladiator Duel. If there's any factor 
that's worth mentioning in this ca- 
tegory is the fact that the game 
allows you to use Custom soun- 
dtrack from your music library, A 
feature that's not commonly avai- 
lable in PS3 games. 


Gameplay 


Sports champions includes 6 games: 
Table Tennis (Or Ping-Pong), 
Bocce, Beach Volleyball, Archery, 
Gladiator Duel And Disc Golf. All of 
the games can be played by a 
single player with one motion con- 
troller, Archery, Gladiator Duel and 
Beach Volleyball support the use of 
two motion controllers (not to be 
confused with the Navigation соп- 
troller). 


Table Tennis only needs one motion 
controller, can be played by one 
person with a motion controller but 
requires two motion controllers for 
two players via splitscreen. It follows 
the rules of Ping Pong and is very 
faithful to the real sport. 


The physics in this event are some of 
the most accurate in the game as 
the power of your swing, angle of 
your paddle and the way you hold 
it are realistically replicated on the 
screen and during gameplay. 


Bocce only needs one motion con- 

troller per player and allows up to 4 

people to play by taking turns. 
" 


It follows the rules of Bocce and ге- 
plicates the physics of the balls in a 
fairly realistic fashion. 


Beach Volleyball requires at least 
one motion controller per player 
but has the option to add in a 
second controller for each player for 
added realism, as each controller 
relates to both your arms, Тһе 
game allows up to 2 players to play 
at once on the same team and 
same screen. This game requires 
more timing than attention to phy- 
sics. Whenever you are given the 
option to pass, spike or serve red 
and green circles around the ball 
will indicate when is the best time 
to do the motion so that your 
action will have maximum effect, 


Archery requires at least one 
motion controller per player but 
like Beach Volleyball it allows the 
use of a second motion controller 
per player, The game allows up to 2 
people to play at once via splits- 
creen. Archery is the mini-game 
that offers the most variety out of 
all the games in this compilation. 
The game will start with a simple 
challenge of trying to hit the center 
target as close as possible but after 
a few levels will change to moving 
targets, "Enemies" and trying to hit 
smaller targets. Physics play a good 
role here as well as your bow will 
never be truly stable and your 
arrows will Ну in an arc that looks 
accurate. 


Gladiator Duel із the event with the 
most complex controls in the game 
and although it can be played by 
one player with 1 motion controller it 
seems like ¡t was designed for 2 
player play with 2 motion controllers 
each. 


While this game might not be Soul 
Calibur it does a good job at being а 
solid fighting game that demands 
precision for your strikes along with 
your shield movements. along with 
your basic attacks and blocks you 
also have the ability to dodge and 
jump back, easily mapped to the 
buttons on the motion controller 
while played with only 1 but more 
intuitive when played with 2 motion 
controllers, 


When you block enough hits with 
your shield you get the ability to use 
а superstrike which gives you a 
boost in strength and the ability to 
perform special moves requiring fast 
swipes with the controller. 


Disc Golf is a game that requires 
only one motion controller per 
player and allows up to 4 players to 
play with one motion controller by 
taking turns. 


This game follows the same rules as 
Disc Golf. Your objective is to fly the 
disc to the destination with the least 


‘amounts of throws possible A la golf. 


‘Once again physics here plays a 
great role as your throws are 
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determined by the movements of 
your arms and forearms. This game 
offers some variety as you will some- 
times find obstacles like poles and 
the holes will be further away or in 
different locations, not a bad addi- 
tion. 


All of the 6 games can be played by 
a single player or with more players. 
When you play by yourself the 
game gives each event 3 levels of 
difficulty: Bronze, Silver and Gold 
with each level providing a harder 
challenge and more difficult CPU 
opponents, However, it seems like 
the main focus and fun factor of this 
game relies more on multiplayer 
than the single player challenges. 


But with most of the game requiring 
more than one motion controller per 
player it seems like this option might 
be a little hampered until more of 
your friends (or you) buy mere 
motion controllers, an issue that 
could have been easily solved with 
the addition of online multiplayer. 


Controls 
When the Playstation Move was an- 


nounced, Sony set out to compete 
with the Wiimote and Motion plus 


more people 


that wos produced to fix the issues 
with the original design of 
Nintendo's controller, 


Sony seems to have managed to not 
only create an equal to the Wiimote 
with MotionPlus but to surpass it in 
many ways and this game serves as 
evident proff of it. The controls in this 
game are extremely precise and 
react so very well to even the 
slightest movements. 


The design of the motion controller 
with the simple layout of the 
buttons, the new "Move" button in 
the center and the trigger which 
serves as the "Back" button for 
menus and the main button in some 
games have been proven to be a 
good design that will fit in your hand 
and let you have a good solid grip. 


Sports Champions stands as the per- 
fect showcase for how all the design 
elements of the Motion controller 
work out so well. This game defini- 
tely feels like it's been polished to the 
point of perfection of motion. 


My only drawbacks is that each time 
you launch an event you will be 
forced to recalibrate your controller 
instead of the game saving your 


profile or your options and the 
round design that will provide any 
kind of indication for the angle 
you're holding the controller in, 
which can be a problem in some 
games like Table Tennis. 


Due to its lack of variety within the 
games and their simplicity | give this 
game а 7.5 out of 10. If you plan on 
buying а Playstation Move without 
this game | Would recommend it on 
its own as the price tag of 40$ seems 
fairly reasonable for a mini-game 
collection, But the game truly shines 
when you play it with others, 


A demo is available on the PSN for 
you to try. As an added bonus | will 
post my short impressions of some of 
the games and demos Гуе tried so 
far at the launch center, on the 
demo disc and from the PSN. 


Litt! igPlanet 2 was playable 
at the launch center and the only 
levels that were available featured 
the new 2 player mode that is very 
reminiscient of the Super Mario 
Galaxy multiplayer where a main 
player, a sackboy in this case, runs 
around the level while the other 
player plays as a cursor that helps 
him out. I've tried playing as the 
Cursor player with random people 
there. 





The boss fight everybody wanted to 
play had a dragon that required the 
cooperation of two players. The sac- 
kboy had to run around avoiding 
meteors that could be easily destro- 
yed by pointing and clicking at their 
center and the platforms themselves 
had big pink buttons that would fly 
the player up where birds holding 
eggs can be seen. 


It feels like LittleBigPlanet in terms 
of gameplay, a shame we didn't get 
to see more features of it, but Sony 
were there to promote the move. 
Not a bad idea, but | do see the 
cursor player getting bored after a 
while. 


Time Crisis Razing storm is avai- 
lable on the demo disc. 


A compilation of 3 light-gun games 
by Namco, This game is one of the 
first Rail-shooters for the systems. It 






includes Time Crisis 4, previously re- p 


leased on the Р53, Time Crisis Razing 
storm and Deadstorm Pirates, The 
latter didn't see a home release in 
America prior to this compliation, 


The level available in the demo is 
from Razing storm and is easily con- 
troller with the motion controller 
where the controller serves as your 
pointer, the move button serves as 
your action/hide button and the tri- 
gger is the shoot button. Controls 
here feel very precise and can be re- 
calibrated at any point should you 
feel they're not doing the job. 


If you played A time crisis game or 
any light-gun game you'll feel right 
at home with this one, 60$ for a 
compilation of 3 Arcade games 
seems like a good deal, but only if 
you need your light-gun fix and 
cant wait for Dead Space: Extrac- 
tion. 


The $hoot: | played the demo at 
the launch center, but the demo is 
also available on the Demo disc. 


From what I've seen, this game looks 
like your average light-gun game 
and it falls short in comparison to 
Time Crisis. Don't keep your expec- 
tations high from this one or try the 





demo from the PSN when it beco- 
mes available in your region. (At the 
time of this writing the demo is not 
available yet.) | would recommend 
this only if you can't want for Time 
Crisis and need a new rail-shooter 


now. 


Echocrome fii demo is available on 
the Demo disc. 


One of my all-time PS3/PSN favori- 
tes is back but this time instead of 
relying solely on perspective, the 
puzzles now combine an additional 
main factor to them: Shadows, 


In each level you will be presented 
with different pieces of different 
shapes, sizes and locations. your ob- 
jective is to move a spotlight with 


achochrome 


the controller in such a way that the 
shadow created from the game 
pieces will provide a path for the 
character to walk through. 


It uses some elements from the first 
game but the main idea here із to 
set the spotlight in the right position 
so that the shadows will do the work 
for you. 


Not a bad idea, seems good enough 
for a sequel. 





2 rJ 3 


2/1. PlayStation.Move Не: 


1 played the demo of Kung-FU 
Rider сї the launch center, but it's 
also available on the PSN. 


It's almost a given that every time a 
new product/console launches there 
will be at least one bad game 
among the launch titles. Kung-Fu 
Rider is this game. 


No matter how many times I tried to 
recalibrate the controller and how 
many times I've tried the demo, | 
could never get it to work right or 


Ah, PlayStationsNetwork. 


Only On PlayStation. 





feel responsive enough to be consi- 
dered playable. In the future they 
might patch it and fix some of the 
issues but for the moment STAY 
AWAY! 


And їз a real shame because it 
seems like this game might have ас- 
tually been fun but 1 don't think any 
review could do it justice while its 
controls are so broken. 


For now this are the ones available 
for the PS Move. 
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In conclusion: 


Many things have been said on the Playstation Move prior to its release. It has been called "Wii rip-off" a quick 
cash-in for Sony after their failure with the Sixaxis and an attempt to try and take a bite off Nintendo's market. 
However, | see the Playstation Move as more of an evolution of a concept. If you look back at gaming's (relatively) 
short history you'll see that there were cases in the past where companies would take an already existing idea and 
try to improve upon it and make it better. 


The Turbo-CD and the Sega-CD were released years before the The Saturn and it was the first console to make 
the best use of the CD Technology. Xbox Live might have been the first truly organized, centralized High-speed 
online multiplayer gaming service, but The dreamcast was ahead of it and like the Xbox it was shipped with a 
modem out of the box as well. The Saturn was never meant to be a 3D system, but when Sega saw Sony make 
the jump to 3D they decided to jump on the bandwagon as well. 


Therefore | find it hard to see Sony as ripping off an idea from someone else. It seems to me like they're saying "We 
see your idea...". 








The PS Move proves itself to be more than a worthy competition to the Wii with its more accurate controls and 
better technology. The price might seem a little steep at first, especially for those who don't already own a Playsta- 
tion Eye, but sony seems to have been nice enough to lower the price of some of the move-only games to 40%. 


They're also taking the Move in a different approach than the Wii or the Sixaxis and it seems like they're not forcing 
developers (as of right now, at least) to incorporate some Move controls to their games, a smart move considering 
that this product comes in the middle of the Playstation 3% estimated lifespan. Definitely keep an eye out for this 
product, if not the launch titles, then maybe future games and bigger names might persuade you. With the system 
getting its first Wii-port in 2011 the door to Wii-to-Move ports has been theoretically opened. 


at the time of this writing many Gamestop locations and other retailers are rumored to have Move stands ready 
for you to try it out. Give it a try and then you decide. 


Hope you enjoyed reading this and hope this helps PS Move owners. 
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ls there any more creature that we 
enjoy killing then the zombie? | 
mean sure they used to be people 
once but what screams fun like 
wading into a crowd of them with a 
chainsaw? 


Well its been years we last spotted 
photojournalist Frank West fighting 
off the infected hordes. 


In this year's follow up to the suc- 
cessful original game we get Dead 
Rising 2. 


We are introduced to new series 
hero Chuch Greene, a motocross 
champion who fights to keep his 
daughter alive via a drug called 
"Zombrex' after his wife infected 
her previously in another zombie 
outbreak in Las Vegas. 

AUD TU та т тка: 


Chuck now does whatever he can 
to get enough money for the drug 
and eventually comes to compete 
а new reality show called "Terror is 
reality” where competitors fight 
zombies in a variety of themed 
events for the amusement of the 
public such as using motorcycles 
with chainsaws to kill zombies, etc. 


Greene competes to get the prize 
money to buy more zombrex for his 
daughter which must be administe- 
red every 24 hours or else shell 
become just another zombie. So- 
mething goes wrong... of course! 
Chuck joins a group of survivors in 
the competition area known as 
Fortune City which is basically а ге- 
built Las Vegas and a tourist trap 
and they await rescue which will 
come in... 3 days. 








ғ. 





However our hero can't just шай 
around and wait to be rescued, he 
needs Zombrex for his kid and there 
are other survivors trapped in parts 
of Fortune city just waiting to be 
rescued, 


A twist of fate also puts the blame 
on the Fortune City outbreak on 
Chuck himself and now he has опо- 
ther problem, clear his name as the 
тап who just murdered thousands 
of people. Thats the basic plot for 
Dead Rising 2 more or less. 


However it does get more compli- 
cated as we get introduced to more 
survivors and find out more of what 
happened at Fortune City 


The tale of Dead Rising 2 is actually 
what kept me hooked into the wee 
hours of many nights and kept me 
saying 


“Just one more mission” 


So with that in mind, let's get into 
this quick review of Dead Rising 2. 


Characters: 

| was actually very skeptical of 
having a new protagonist in Chuck 
Greene as I'm а guy who doesn't like 
change in his series. 


| seriously thought that this was 
going to such as | wasn't a fan of 
what I'd heard into the months lea- 
ding up to release and not having it 
playable in Toronto at ХЧО didnt do 
much to relax those fears. 


However Capcom released Dead 
Rising 2: Case Zero and | really came 
into a new appreciation for the сһа- 
racter as | could really get into the 
headspace of what he has to fight 
for and how far he's willing to go for 
the one he loves. | think Case Zero 
did alot for me to appreciate the 
character as his story starts out into 
Dead Rising 2. Chuck's character is 
at the core a really good guy and 
has more invested in surviving the 
outbreak then Frank West did as it 
was just a story to him and no real 
personal investment then simply sur- 
viving. 


| really think that alot of the reason 
| liked Chuck more is | felt like more 
time was spent fleshing him out and 
giving him a real personality and 
stakes in the situation around him 
апа a good supporting cast. 


The cast of supporting characters 
also feel alot stronger then the pre- 
vious game with characters such as 
Rebbecca, a reckless reporter loo- 
king for the scoop, Sullivan, a 
lawman of Fortune City tasked with 
protecting the survivors and Katey, 
his Daughter. 
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The character that | immediately 
felt a connection with Rebbecca 
Chang because Im a journalist 
myself and that need to get the 
story at all costs and even doing the 
stupid to accomplish it. She was very 
much а caricature in her portrayal 
of a journalist but it does sell the 
point well if a little over the top in 
the voice actress performance. 


The other character that | really 
liked in the game is Sullivan as the 
опе who is supposed to protect the 
bunker till the Military rescue arrives 
and his voice actors very much re- 
minded me of Kris Kristopherson (i'd 
watched Big Top Pee Wee and 
Blade back to back...don't ask). 


Sullivan developed into someone | 
could once again sympathize with 
and even empathize with at mo- 
ments but part of the fun of the 
game is discovering the characters so 
Ill leave it at that. 





I also found the survivors you rescue 
in this game also seem a lot more 
real and even likable though you 
only get a few lines of dialogue from 
either text or spoken word, 


However one of the best parts 
about this game are the new pys- 
chopaths and some of them are 
down right fucked up in their own 
ways. 


| was really impressed with how 
much more personality that they 
seemed to have from the first game 
however the clown from the first 
game still gets my vote as the best 
psycho in the series. 


Id say my favorite psycho fights 
were likely the mascot battle and 
the twins just because you felt like 
they had an air of desperation and 
menace and even as you defect 
them, you almost feel sorry for 
them....almost. 


йогу 


The storyline in Dead Rising 2 is 
what kept me playing for what 
seemed like endless hours and 
before | knew it, my fiance was lea- 
ving for work and asking me if I'd 
been up all night and oh shit, its 
6:30 am... 


| found during the course of the 
events unfolding in the game that | 
kept going just to see how it ends 
up, but saying that as well is that its 
a little bit more predictable then 
Dead Rising 1 but does have it's fair 
share of good moments with the 
storyline. In the end it's a story 
about lies,greed and do the ends 
justify the means and | think that 
what | like about the most. 


I'm one of the guys who likes to look 
into the lore of а franchise and if 
you will get into the head over the 
characters the story can be seen 
from a greater depth and | think 
thats what | about it. 


The plot comes out at а good pace 
too so | was never really bored wai- 
ting for the next case to occur and 
thats what | really enjoyed about it. 
You could easily enjoy the storyline 
in bite sized chunks over the space 
of a few game play sessions. 


The one major compliant | do have 
with the storyline though is that 
that "Overtime mode" feels tacked 
on and | think that we could have 
had more epic conclusion to the 
events of Dead Rising 2. 


| have a feeling that I'll get the 
ending | want when Case West is ге- 
leased sometime soon and I'll get 
caught up on what happened with 
Frank West, 


ЇЇ say this though | did have a 
good time enjoying the storyline of 
Dead Rising 2 but it doesnt feel 
quite complete or as satisfying as | 
would have liked it to be, 
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Gameplay 


One of the big things about Dead 
Rising 2 that із being said is that it 
corrects alot of the mistakes made 
by the first one, that is absolutely 
correct, The ability to have multiple 
save slots saves this game in alot 
ways especially if you fuck up in 
one point and dont want to restart 
the story because you forgot to 
save. 


The game play just feels so much 
better paced then the first one and 
what | mean by that, yours always 
doing something and it never really 
feels like a chore or at least it did in 
my experience. Alot of the missions 
are fetch and escort mission which 
are generally a pain in the ass but 


with Dead Rising 2 they do feel 
much more rewarding then | ex- 
pected to. | guess it has something 
to do with the way the game is laid 
out and how you want to tachle 
the cases, survivors and the psychos. 


The game is still very unforgiving on 
its timed missions but | never really 
felt like | was going to run out of 
time at any real point and not ac- 
complish what | set out to do but 
maybe | just had a really lucky pla- 
ythrough because I've seen thats 
not the experience everyone has. 


Pacing is where | felt this game 
really did its part to always make 
you feel like you doing something 





= 


апа even if it was a simple escort or 
а fetch mission, Г also felt the level of 
challenge in this game was at just 
the right level where you had to 
think about a few fights and how to 
approach them and that deaths 
were the result of poor planning 
then actual challenge and that 
really appealed to те, 


There were very few times that | had 
to reload a previous save because of 
а mistake | made early on and | 
really like that about this game and 
it made it immensely more enjoya- 
ble knowing that if | wanted to ex- 
periment in a different save slot if | 
wanted to. 


‘Combat has become alot more fun 
especially now that you can create 
ап insane amount of weapons in this 
game via the combo system. Find 
two combo compatible objects and 
cram it together and make some- 
thing odd like a fireball spitting gun 
or perhaps a pair of Wolverine- 
esque boxing gloves (My personal 
favorite to kill psychos) and you get 
alot of fun and variety. 


Опе of the ones І found by accident 
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was using а leadpipe and a rocket 
firework, try it and fight a boss with 
it and see how well you do. 


Its amazing how well combat feels in 
this game compared to the first ones 
and guns feel alot more useful this 
time around especially the Sniper 
rifle and shotgun in particular, 


Melee weapons are still the name of 
the game and still very much feel 
like they have a weight to them 
when you cleave a fireaxe through a 
zombie. 


I did notice some odd hit detection in 
some parts, evidently flamethrowers 
do not work on people (crazy Chef 
fight in particular) and some we- 
apons just plain suck, wait till you 
get the Scientist weapons, І dis guar- 
ded them immediately. 


Killing a zombie is still very fun no 
matter which way you slice it. 


Vehicles also are in the game and 
are actually really fun to control for 
the most part and when you get on 
the motorcycle, you really do feel 
like a rockstar. 











There is one major downside to this 
game and its not even really a ga- 
meplay element, its the goddamn 
loading times in this game, You will 
spend LOADS of time in the loading 
screens for different areas in this 
game and | thought I'd be a smart 
guy and install the game to my hard 
drive and still, the game spends 
WAV too much time in loading the 
different areas. 


га really hope this could be fixed via 
patch. If | see the Pallasides Mall 
loading screen one more time | may 
infact go and punch a hole in the 
wall. 





Mul layer: 


| hate multiplayer in games as a 
rule, what can | say I'm a solitary 
kind of guy..... however this version 
of multiplayer really was fun and 
made ап actual impact on the single 
player experience. 


You face off in a competitive ver- 
sion of the Terror is Reality game 
against four other players in a varie- 
ty of insane events such as using 
giant hamster balls to kill zombies or 
stiching comedy prop: to zombies or 
throwing fat zombies on a scale to 
get the highest weight. 


Now it sounds kind of silly but its sur- 
prising how intense it gets when you 
close to placing first or second and its 
almost always really fun to play. 


The thing that made it fun to me is 
that you can carry over your win- 
nings into the single player game 
and if your ever short on cash for 
Zombrex or need some weapons 
and fast, this is a great way to build 
that up and have some fun at the 
same time. 


| did not expect it to be this much 
but after a few rounds of TIR you 
really feel like a pro when fighting 
on the motorcycles, 
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There is also co op in the game which 
allows you to invite a player into 
your game to help you out but only 
the host can save story progress or 
items. 


I tried it out a few times but since 
your both confined to the same area 


' at the same time, its not that big of 


а deal to me just yet. 


This may change when Case West is 
available and you can play as Frank 
and Chuck at the same time. 


Final thoughts: 

It's fun game I'll give that, its enga- 
ging fun in both single and multipla- 
yer modes however though the real 


question is... 


"Is it worth buying?" 





% 
Its a hard question to answer becau- 
se it's so much fun that its hard to 
look at it's flaws to which it does 
have. 


In my opinion, if your a fan of the 
first game then yes for sure pick it up 
and have it at with legions of the 
undead but if your а casual fan and 
want to experience Chuck's adven- 
ture then its a good weekend rental 
for sure. 


| mean its hard to say that but in the 
end unless your a completest or 
whatever then outside of the multi- 
player | don't see alot of replay 
value here unfortunately and thats 
hard to say. 


І really liked what Dead Rising 2 did 
in comparison to the first game but 1 
felt like the bar could have been 
raised higher and like more could 
have been accomplished but it is a 


solid game experience just not опе 
of those that OMZG | MUST HAZ- 
THIS NOAW or whatever, 


Enjoy Dead Rising 2 for what it is, а А Combat is fast, fun and inventive. 


good game that falls just short of 
being great and kill some zombies in 
a creative ways that will make you 
question your mental health. 


This is a solid way to kill a few days 
for sure but unless Romero and Ar- 
gento are common uses in your 
vocab, | think this experience will 
run short after a few playthrus. 


Final Verdict: 
70 


Good game but not necessarily a 
must buy.) 
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А Great Pacing. 


А Just the right amount of 
challenge for a good playthr. 











Ӯ Loading times will annoy you. 

Ӯ Feel: like you've seen and done it 
all after the first play thru other 
then for achievements and 
maxing out stats. 

Ӯ Not enough improvements over 
the original. 


um 


Fans? Buy it. 
Newbies? Rent it. 


64 SCREWATTACK MAGAZINE - DETOBER 2010 ВОООООООНОО‹ 
91 CyberFox's 


TOP 19.7 






Vou know it and | know it, Halloween is a fun holiday but due to irresponsible/lazy parents (Soccermom;).. 
Halloween is not as fun as it used to be So to make Halloween fun for you, Here are 10 easy ways to make it so! 


Speed Up Trick 
4 0 ог Treating 
(Just a Litt'l!) 
Let's be honest here, Trick or Trea- 


ting has been slow for the past few 
years even а decade.. 


There could be many ways to fix 
this and one of them is the 20 
minute 'Pedal to the Metal’ princi- 
ple, sure it can be a stress for your 
kids but HEY! at least the boy or 
girl still gets candy, right? 





Can Be Fun! 


y = ©) Survior Horrors 













NOTE: This i ONLY FOR the 
OLDER MEMBERS of your Family! 


Next to films, Survivor Horror 
games can also provide а 1 just cra- 
pped myself moment once and a 
while for your friends’ amusement 
but for the European readers. 


Halloween is also a great opportu- 
nity to also show off the Р52 game 
"Gregory Horror Show: Soul Collec- 
tor” to your friends in order for 
them to enjoy it. 
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DIY Haunted | | 
8 Houses can make 
all the difference 
I remember one of the people in ту ۱ 
suburbia made a awesone Haun- У а 
ted House out of his garage which із 5 
kinda rare seeing the only Haunted be 
Houses you see these days are chris- 1 
tian charity drives. so basically your 
asking “what am i gonna do about 
it?" well, the answer is simple. 





Make your own Haunted House, 
Just make sure it's good enough to 
scare the kids in your Neighborho- 
од s**tless! 


Scary Decor can 
7 make a kids' 
Halloween memorable 


Soccermoms are bascially to blame for stuff 
like the disapperance of scary decor, What 
to do? The answer is simple... If your creative 
or possibly a goth/emo, This is great oppor- 
tunity to make any kids’ halloween expe- 
rience memorable by creating the most 
freakiest or scariest halloween house deco- 
rations the neighborhood has ever seen. 
Sure soccermoms will get in a hissy fit but 
who cares, The kids will have a good time 
with it! 
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Surprises 
can be fun! 


Want to give your kids a definit - 
shock this Halloween? Lal 





Well, there are many ways like - 
Dress up like a dead guy and scare 
the kids by becoming alive when 
they come up to you - Planting a 
stereo in your front porch and pla- 
ying scary noises* ("timing is neces- 
sary for this one!) and there's no- 
thing better than plant something 
special that will randomly scare the 
kids, 


What! You want to know what 
that thing is? Well my friend, that’s 
for you to decide! 


If your a creative person (albeit loner) in 
Scarecrows and your family, Halloween can Бе your 
strong suit by making the most creepy or 
scary scare crows and jack o' lanterns in 
your neighborhood 


Jach o Lanterns! 








Sugar Y 
Party! Ж 


Stock ир оп any ог all forms of 
Candy possible even the guilty 
pleasure of the holiday that is 
Candy Corn and go Crazy Go Nuts 
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3 Costume Party!!! 


Halloween is all about costumes, so 
there's no better idea than throw а cos- 
tume party/"fancy dress ball”. Punch is 
a must, so goes for snacks but for the 
music... just fun stuff like say The Wom- 
bles, "Killer Queen" by Queen, etc. but 
PLEASE.. no Soulja Boy or Cee Lo 
Green's "F**K YOU"! 


2 Eggs and Silly String!! 


I know this is a bit immature but most of us gts must admit it had to be done, you know what i'm talking about... 





Throwing rolls of Toilet Paper on trees, Egging people's doors, Playing a harsh game of Ding Door Ditch to those 
in your suburbia whom are desperate for Trick or treaters and of course.. cover their front porch with Silly String. 
It's a must but here's a caution, Just make sure you don't get caught 


— 





B-List and Scary $*** 
Marathon!!! 


To have a very enjoyable 
Halloween, Theres no- 
thing better than to enjoy 
Scary or B-List films or an- 
ything that will make you 
crap/piss your pants. Just 
put on Gregory Horror 
Show, episodes of MST3k 
and Are You Afraid Of The 
Dark? or films like Rock 
and Rule and Mad Mons- 
ter Party and have a good 
time! 
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by gl mr.flashbeamtheforgottenhero 


alloween 





1тау have been born a near 6 days 
til Christmas, but halloween re- 
mains my favorite holiday. | love 
how it changes depending on your 
age, and almost forces you to think 
on how you want to celebrate it. 


As a kid you simply just go knoc- 
hing on stranger- | mean people's 
doors and get free candy hoping 
you won't pass any pedoph- | mean 
weirdos and yeah while dressing up 
is fun and all, I'm at that age where 
if you're really, really, really pus- 
hing it you might go trich or trea- 
ting hoping no one will slam the 
door on your face. 


But you cant just not celebrate ha- 
lloween, that would be lame. So 
I'm here to help myself, and all of 
you in your teen: with me celebrate 
halloween. 


OK зо to me there a three elements 
to any good halloween: 


2. HORROR!!! 
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CANDY! CANDY!!! CAAAAAAAAAAAAAAAAANDY!! 


3. Any excuse to temporarily be insane... 
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So since І have a simplistic costume 
from last year which I love, so far по 
troubles there. Also | can easily act 
like a maniac, but it's not very fun 
anymore... LOL JK it's so fun | could 
poop a rainbow of happy. 


And candy | could buy at wal-mart, 
or anywhere really. But I'd be left 
with no friends, a big bag of candy, 
with fake blood on my shirt doing 
what? 


So | went around asking my friends 
what they were doing, some said 
watching a specific movie they 
loved while chewing down candy, 
another said they were just going to 
watch a classic horror movie mara- 
thon, one's actually pushing for trick 
or treating again. | definitely am 
going to get abig bag of candy, but 
what am | gonna do for the day? 
Hmmmmmm... well I'm probably 
gonna end up on facebook. 


1 already have a costume that's 
awesome in simplicity, but 1 still 
don't have anything to do. Well I'm 
probably gonna be on screwattack 
а lot anyways, but I want to hang 
out with my friends some way...well 
1 do know I'm going to wake up 
early for the perfect environment to 
play this: 


SCREWATTACK MAGAZINE - OCTOBER 2010 


And perhaps I'll even record my evil 
laugh and post it here since my 
friends seem to think I have a great 
evil laugh (it gets a lot of practice 
y'know). Maybe the weekly levels 
will be Halloween themed? 


Yeah let's have a marathon of 
Castlevania, record my evil laugh, 
and awesomify the weekly levels to 
see if | have some friends that are 
also looking for stuff to do ћа- 
lloween. 


Hey why dont 1 just do what my 
brother's gonna do? Oh pfft, no 
what he's gonna do із boring. Just 
watching a bunch of horror movies. 


If only one of my friends were 
throwing a party, | would so go. It's 





not like | can throw my own, no 
space, no chicks, no money even, 


Thanh god it's not on a school day, I 
hate school day halloweens they 
waste your holiday and make you 
wait for the awesomeness. 


I could try pumpkin carving for the 
first time with jach-o-lanterns. I 
wonder what people would actua- 
lly think they were? "That a turd?" 
"No, it's supposed to be a boo from 
mario! Ы 


| guess | could just write for 
screwattack magazine and look 
down at the comments throughout 
the whole day, hoping some one 
would be commenting about my 
rant, but like that'll ever happen.) 





FROM THE CREATOR OF AWESOME COOKIES 
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ANIME REVIEW 
DEATH NOTE 


By д1 Wexter 


All right September first has come and gone, and 
the voting on ScrewAttack had been low, the 
winner though was quite clear, the Readers have 
dissided they want (Drum roll). Death Note. 


So the epic battle between the greatest Serial 
Killer, and the greatest Detective begins. 


Death Note was first created has a 
Manga series by Tsugumi Ohba, 
The original Manga was 108 chap- 
ters, were to later become the 12 
Death Note Manga in May 2004. 


That Manga was such a hit that it 
was adapted into a live action film, 
it was released in June of 2006, 
which is odd because it came out 
before the anime which tends to be 
the other way around. 


Madhouse would later adapted the 
series has an anime, spawning from 
October 3, 2006 to June 26, 2007, 
with 37 episodes in all. Directed by 
Tetsuro Araki the series would soar 
to exceptional success in Japan. 


Y 





DT-HNOE-E 


FRI—b 





It was originally planned for a Ca- 
nadian release for early September 
for YTV but was delayed to ac- 
commodate the American release 
for late October for Adult Swim. 


Unfortunately all good things must 
come to an end has Death Note 
final episode was aired on YTV on 
July 4, 2008 (Trust me on the dates | 
was there watching from the begin- 
ning). 


Death Note not only Took Japan by 
storm but also North America, were 
Death Note was critically Praised 
has well, 









Plot: 


The Story for Death Note is basically 
a battle between minds and ideolo- 
gy. 


Has the first episode goes, a excep- 
tionally intelligent high school senior, 
Light Yagami finds the Death Note 
and reacting has most do, doesn't 
belive it to be real, but is strangely 
drawn to it. 


When he uses it he cant belive it to 
be real and sees this has a tool to 
banish evil from the world, even at 
the cost of his soul. A week later 
Ryuk a shinigami or god of death 
explains to Light the consequence of 
using the Death Note, that people 
who use it know only fear and 





tragedy in life апа when they die 
they can never go to heaven nor hell 
only nothing, that and when the 
time comes it his responsibility to 
write lights name in his Death Note. 


Light accepts this contract and beco- 
mes Kira the supposed god of the 
new world. This grabs the attention 
of L the world's most renowned de- 
tective, he solves the cases some 
deem impossible. He sets a trap for 
Kira by appearing on TV; Kira takes 
the bait and kills him thinking that's 
the end ofit. 


Unfortunately for him it’s not... the 
screen fades to a giant L, stating 
that not only did he figure out what 
country Kira was in but also what 
part of Japan where he resides. 
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All in all it’s like watching the grea- 
test game of chess ever played. Has 
one minute Light has L in his sights 
and ready to take care of him, then 
L counters and puts Light on the de- 
fenses, 


Then Light has to figure out a new 
way to use the Death Note without 
L figuring out it is him, If there's a 
flaw with the story it’s the 2nd act, 
but the story is still better than most 
anime. 


Characters: 


The characters are exceptionally 
deep, except the few hand full and 
some characters stop developing by 
the 2nd act all together. 


First Light/Kira is an interesting pro- 
tagonist, or is he an antagonist ah oh 
well. Seriously though his motives for 
what he does with the Death Note 
makes sense and can almost make 
you agree with or even emphasize 
with him. Though Light slowly goes 
insane because of the Death Note, 
has the two personas of Light and 
Kira will become less of two entities 
and more the same person. 


L is an, if not the most interesting 
character in the show and | can't 
think of any one better to match 
Light not only in intelligence, if he’s 
not smarter, but also with his deduc- 
tive reasoning. 


Misa ugh is annoying and a pain to 
listen to, in both languages, but has 
enough development to make her 
at least interesting at least she beco- 
mes less relevant and gets less screen 
time by the 2nd arc. 


Ryuk our "God of Death" | someti- 
mes can't tell if he's at all needed іп 
the overall plot in the 2nd arc and 
he becomes less mysterious has the 
story goes on, but the character can 
be funny intriguing and badass at 
the same time. 


In order: Light/Kira, L, Misha, Ryuk. 


(P 
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Мина 


The Music adds a true amount of 
epicness to every scene it is utilized 
in. 


Most of it is lateen choir with large 
instrumental pierces, has well 
techno and rock in the few occa- 
sions such has L's theme. 


This type of lateen choir can add 
epicness to a scene that you would 
not expect it to be good and just 
goofy and silly, but the music really 
helps hold the show together. 


The music is the most consistently 
good thing even in the 2nd arc. 


Sub vi, Dubs 


Now sub us, dub, hum ether or if 
you can't get the Japanese one 
you'll be happy with the English one 
and vice versa. | prefer the English 
dub it’s exceptional and has a lot of 
experienced actors such has: 


Brad Swaile (Light) who is a 
Gundam Dub veteran with roles 
has Quatre (Gundam Wing), 
Amuro Ray (Mobile Suit Gundam), 
Dearka (Gundam Seed) and Set- 
suna (Gundam ОО) and Rock 
(Black Lagoon) and Moose (Ramna 
1/2). 


Alessandro Juliani (L) who is also a 
veteran actor from roles in StarGa- 
te 56-1, Battle Star Galactica 
(2003) and Smallville, He also is a 
veteran voice actor in roles has 
Nightscream (Beast Machines), 
Gambit (X-Men Evolution) and 
Toma (Ramna 1/2). 


Brian Drummond (Ryuk) with roles 
has Vegeta (Oceans DBZ Dub), 
Zechs (Gundam Wing) and Renkot- 
su (Inu-Yasha). 


So you either way you will be 
happy with the English dub. 


Animation: 


The Animation is by Takeshi Obata, ~ 
ы 


but the art is fairly tame and pulls of 
a more realistic look. (Don't forget 
he’s the one who butchered the cha- 
racter design of Simon Belmont.) His 
art tends to be inspired by "the 
latest fashion", but Death Note is 
more about a more simple and rea- 
listic look with pale color pallet and 
a more multi cultural influence. 


The animation is consistent but 
some scene can be not entirely in 
tune with the art style the shows 
trying to pull off. 


In the end Death Note is an inge- 
nious work of fiction that tries to be 
something different in the world of 
giant robots and emo swordsmen. 
Though the second arc may leave 
you disappointed, but the show in 
all is an exceptional ride from begin- 
ning to end. | give Death Note a 
10/11 


DASS 


SN LR 











Great Characters 
Great Plot 
Great Musical score 
Fantastic Dub 
Good animations 


Cons 


Inconstant Art Design 
Disappointing Second Arc 


GETTING LAID. 
BE CAUSE GENESIS DOES, WHAT NINTENDON*T 


GENESIS 
CONTROL 
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ES Ne 
GAME REVIEW 


RESIDENT EVIL. 


By g1 Ehsan 


In the dark and unforgiving twilight, you are searching in a forest after 
hearing of cases about grizzly murders. You slowly walk and heard the stin- 
ging sound of gunfire, which is drowned in the painful screams as yourpart- 
ner is being mauled alive by a group of wild dogs. You hold your breath ins- 
hock as the devouring dog gazes at you. Your partner grabs you and you 
sprint, The pilot has already left, leaving you alone with the monsters. As 
you run,you see a mansion that will ensure you a safe place from the cold- 
heartedbeasts that follow you. Locking the door, you notice that a member 
is missingand attempt to find him, only to be stopped Бу gunfire. You аге 
alone and you are not safe. 


Welcome to the terrifying nightmare of Resident Evil. 


The story in the game is that you However Chris can take more 


are a group by the name of the 
Ѕ.Т.А.А.5. Unit, who are in the 
search for the B.R.A.V.O. Unit that 
went missing in the Arklay Moun- 
tains after reports of grisly murders 
and cannibalism were made. 


After a member in your team gets 
consumed by a pack of wild dogs, 
you run into a mansion, where de- 
pending on your scenario, one of 
your partners goes missing. After 
encountering an undead human 
consuming a member of the 
B.R.A.V.O. Unit, you notice that 
your teammates are gone and 
must encounter the mansion to 
solve the case and escape. 


The two main characters in the 
game are Chris Redfield and Jill Va- 
lentine. Chris Redfield is assisted by 
Rebecca Chambers, while Jill Valen- 
tine is assisted by fellow S.T.A.R.S. 
member, Barry Burton. 


The scenarios in the games are 
slightly different, as Jill's campaign is 
far easier, as she can pick locks, has 
more inventory space, and has far 
less inconveniences as Chris, 





2 


damage than Jill, which is needed 
for the much harder campaign, Jill's 
portion of the game is considered 
the easy mode, while Chris’ is the 
hard mode. 


The best way to tackle the game is 
to start with Jill and then play as 
Chris, so the harder difficulty will be 
easier to grasp. 








The gameplay is a fusion of a third 
person shooter and an RPG. There 
are many different guns that the 
player can use to take downm the 


enemies, with weapons ranging 
from handguns, shotguns, grenade 
launchers, and for special occasions, 
rocket lauchers. Though you are 
given guns, you aren't given enough 
ammo to go John Rambo on the 
hordes of the infected. 


This is further more difficult when 
you have limited space to store your 
items, which puts the emphasis on 
survival tactics. There are times 
when running away is the best 
option to have enough precious bu- 
llets to kill a powerful enemy and 
there are times when you can only 
carry опе weapon to the battle to 











ensure space for any important 
items. 


What makes the game even harder 
is the saving. In order to save you 
need to access а typewriter and 
have a ribbon in your inventory to 
save your progress. 


You are also limited in your ribbons, 
which makes saving a part of the 
game's overall strategy. Items play a 
huge part in the game, as they are 
required to activate different 
puzzles, which unlocks the areas 
gradually 


When there are hordes of enemies, 
there will be injuries, which is why 
there is a healing system. When you 
are attacked, you can check your 
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status in the menu to see if you need 
healing. There is a healing spray to 
use, but the most abundant supply 
of healing comes from the different 
color herbs. The herbs heal your inju- 
ries and conditions, but combining 
the herbs brings more benefits and 
space for your inventory. There are 
green herbs that are used for small 
healings, red herbs that need to be 
combined to have effect, and blue 
herbs that are used for poison һеа- 
ling. 


The mansion itself is a large puzzle 
that opens up more and more as 
you find more hints and special keys 
to access more areas. In the begin- 
ning you are restricted to a small 
number of rooms, but as the game 

progresses the mansion becomes 
larger and larger with many rooms 
and outdoor gardens. Though the 
mansion is huge, backtracking never 
becomes a huge hassle, as there are 
many shortcuts to make the explo- 
ration in the mansion less of a chore. 


The controls in the game are extre- 
mely hard to get used to at first, but 
once you get the hang of it, it works, 
To walk you always press forward, 
while the left and right buttons are 
used to turn. To step backwards, you 
press down on the D-Pad, 
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To run, you hold the square button 
and to interact, you press the square 
button. Shooting is done by holding 
the shoulder button, while pressing 
the X button. While aiming, you can 
press the D-Pad to aim in different 
angles and directions. 


The game also feels very claustro- 
phobic as you try to get through 
tight corners, where the undead 
wants to consume your flesh, The 
camera is placed in different angles 
with different lighting methods to 
bring in an eerie mood, which feels 
like an inspiration from the works of 
the great Alfred Hitchcock, 


The highlights of the game are run- 
ning across hallways as you suddenly 
stop and shoot the undead and con- 
tinue running. It adds so much exci- 
tement and fear into you and the 
feeling is just amazing. 


The undead in the game is very 
varied. There are regular humans 
who have been infected that are de- 
tailed with open flesh wounds and 
are rather easy enemies to take 
down if you are quick and precise, 
Then there are Cerberuses, which 
are groups of infected dogs that are 
quick and leap in packs to pounce 
and maul you, 





There are also different animals 
and insects that don't show huge 
signs of mutation, but grown in out 
of proportion sizes like poisonous 
snakes, creepy spiders, and pesky 
wasps, 


The most powerful and annoying 
are the later creatures like the chi- 
mera, that are a fusion of reptile 
and human genes that can take 
significant damage in quick speeds, 
To sum it up, be ready to face 
sharks, plants, crows, and more 
creatures wanting to take a bite off 
your skin. 


The first thing that you may notice 
when playing Resident Evil is the B 
Movie type quality that the game 
has, judging from the first cut-scene 
and the terrible dialog and voices. 


The main characters, Chris Redfield 
and Jill Valentine are fine for the 
most part, but a few characters 
stick out for having terrible dialog 
and voices. 


Then again, these traits add to the 
authenticity of the game and to the 
charm that is found іп most В 
horror movies. 


The graphics in the game are rather 
amazing. The models of the charac- 
ters are well done and it is a great 
looking game in general. 


The best part of the game’ gra- 
phics has to be the lighting effects 
that add a sense of tension and 
fright as you are trying to survive 
this mansion. 


Nothing is more intense as slowly 
walking across the room with 
sounds of moaning in a dark 
lighting, only to be attacked by an 
undead human, 


The varied zombies in the game 
look very good, as do the many 
creatures that are crawling. He 
game is also full of many scares, 
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ranging from moments when a cer- 
berus jumps through the window or 
a seemingly dead undead grabs 
you leg in a sudden move of attack. 


To make it simple, the game is 
going to make you feel uncomfor- 
table and frightened as you roam in 
the twilight-induced mansion. 


The sound in the game is brilliant as 
the music wonderfully follows the 
fear-induced gameplay. The diffe- 
rent pieces in the game are just bri- 
lliant to listen to and | cannot find 
any fault in the eerie sounds you 
witness. Tracks range from classical 
music to eerie music whenever you 
are in large danger. 


The highlight of the music is in one 
instance of the game where Jill Va- 
lentine (or Rebecca Chambers in 
Chris’ scenario) plays the Moonlight 
Sonata by Ludwig von Beethoven. 
This piece perfectly highlights the 
dark tone of the game and just 
works perfectly. In the end, Resident 
Evil nails the music perfectly. 


The campaign is not particularly 
long and can be beaten in around 5 
hours if you know what you are 
doing. You can always play the 
game again with the other charac- 
ter and witness different events, 
There are also different unlockables 
that are pretty nifty, such as diffe- 
rent costumes for the Jill and Chris 
and the option to have unlimited 
ammo for your rocket launcher. 


The game in general is a whole lot of 
fun and | can see myself playing this 
game again. In the end, Resident 
Evil is a wonderful game that brings 
in the true meaning of survival 
horror, Though the cheesy dialogue 
and opening video kind of brings 
down the quality horror that it is 
trying to present, it plays it a bit for 
the sake of campy В Movies, Ноше- 
ver, do not be fooled. This game has 
the perfect combination of atmos- 
phere and gameplay to make it one 
of the most entertaining and fun 
games you can play. To conclude, 
this is a nightmare everybody needs 
to witness. 





ҮОТЕ ПОШ! 


THE SCREWATTACK HOODIE 





Design 48 


Go to the Screwfittack forums and vote for your favorite! 
Vote ends MONDAY. OCTOBER | ITH 


link: Check magazine's description for a direct link. 


Resident Evil Afterlife was the FIRST 
movie shot in 3D using James 
Cameron's Fusion Camera System 
created for his movie Avatar, 
However | was unable to watch the 
3D version (no 3D capable theaters 
in town). 


So this aspect will not be а major 
part of my review. 


However according to a friend апа 
from what | have read from those 
who saw the 3D version, the 3D was 
а mixed bag. 


It was executed EXECLENTELV. 


But the way 3D was used in the 
movie in the movie was stuck to the 
old coming at you/flying off the 
screen gimmick. And was WAV 
overused to the point where he 
wished they were watching it in 2D. 
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pts of the games story, & 


ind ran withthem ina completely different and EN 
le'Zombie Apocalypse. It tooh the same approach: А 


[Residenti Evil: Afterlife! 
Story 


The Story Picks up RIGHT after Resi- 
dent Evil Extinction. At the end of it 
Alice tells Umbrella chairman Albert 
Wesker I'm coming for you and I'm 
gonna be bringing a few of my 
friends. By friends she means her 
clones. Afterlife STARTS with that 
raid. 


What follows is an AWESOME 
action sequence. Sadly the raid ends 
in one of the BIGGEST cluster fuck 
plot holes | have EVER seen. 


The original Alice stows away on 
Wesker's escape craft and ambushes 
him. He injects her with a serum 
that makes her completely human 
again, supposedly completely strip- 
ping her of her powers. Then he pro 





ceeds to beat the shit out her in the 
back of the plane until it flies DI- 
RECTLY into the side of a mountain 
full speed. Somehow Alice not only 
survives but walks away with no- 
thing more than scratches and brui- 
ses. This is NEVER explained or 
addressed. In fact MUCH of the 
movie contradicts this. 


END SPOILERS 


As bad as that seems, the movie isn't 
quite the mess | figured it would be. 
I went expecting it to be AWEFULL. 
It just looked like a slapped together 
mess from the previews. But surpri- 
singly it worked extremely well, as 
long as you suspend your disbelief. 


It has some superb action sequences. 
Sadly neither the script nor the plot is 
anything to write home about. The 
story lacks any real sense of 


Rating: dr br -5ло- 3 ds 4 


That was just PURE UNADULTERA- 
TED AWESOME SAUCE! 


originality and is a bit predictable. 
However it does a good job of conti- 
nuing the events after Extinction. It 
barrows things from other movies 
and other elements from the RE 
franchise, 


Two of the new elements introduced 
from RES аге the Majini & the Exe- 
cutioner. Unlike in RES the Majini 
are an evolved version of zombies 
with more intelligence. 


However, they retain the squid lips. 
The Executioner... well he's the Exe- 
cutioner. See for yourself. The fight 
with him is pretty damn awesome if 
a bit hard to believe. 


The one thing this movie DOES do 
an AWESOME job of is the action se- 
quences, When | say this | mean it. 
They are absolutely awesome. ESP 
the opening raid, 
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Nothing like seeing an army of 
Super Human Alice Clones Dismant- 
le Umbrella Headquarters while 
EVERYONE is screaming frantically 
in Japanese to stop her. 


The story continues on to Los Angeles 
picking Claire up along the way in 
Alaska. 


She helps people trapped in a prison 
and attempts to help the people 
held up there escape. One of them is 
Claire's brother Chris. 


1 don't want to go into spoilers so I'll 
stop there. 


Pretty much EVERYTHING after 
there is spoiler material. 
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Ignore the fact it has “НЕ” оп 
the tittle, might be watchable 





Characters/Actors 


The casting for this film is QUITE 
good with maybe one exception. 
Thankfully he isn't a major сһагас- 
ter. ALL the actors of the major cha- 
racters NAILED their roles. Even 
Wesker. 


There is at least on new major origi- 
nal character and he із pretty good 
as well. So here's a rundown of the 
cast of major characters and their 
performances. The entire cast did an 
AWESOME job. 


у" 
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Albert Wesker (Shawn Roberts) 





Shawn Roberts plays Albert Wesker 
in this movie and һе pulls off the roll 
to perfection, 


In the movie series Albert is the 
head of the Umbrella Corporation. 
Umbrella is the corporation respon- 
sible for the zombie apocalypse in 
the first place. 


The version of Wesker seen in this 
movie is the same one from Resi- 
dent Evil 5. He looks, moves, acts, 
and fights the same way. Basically 
he controls the world at this point. 
Alice & her friends are just a thorn in 
his side. He is super powered in the 
same way as Alice and is basically 
her evil counterpart. I've heard 
some complaints about Wesker 
being one dimensional though. 
Newsflash people. Wesker was 
ALWAYS one dimensional! 


Chris Redfield (Wentworth Miller) 





This movie introduces Chris Red- 
field, one of the original RE prota- 
gonists, to the movie series. He 
appears to be based off his RES in- 
carnation in this one. Basically Alice 
finds him locked in a prison cell in 
Los Angeles. 


During the Zombie Outbreak the 
prisoners locked him in there and 
left him to rot as a cruel joke, When 
the survivors came across him they 
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assumed him to be a dangerous ps- 
ychopath and kept him under lock 
and key. Wentworth does an 
awesome job bringing Chris to life 
on the big screen. He makes an AB- 
SOLUTELY believable Chris Red- 
field. 


Luther West (Boris Kodjoe) 


al Л, 


- 





Luther is one of the survivors Alice 
Finds in the Los Angeles prison and is 
sort of the unofficial leader of the 
group. Luther is an original charac- 
ter for the RE movie series similar to 
Alice. Before 2-Day he was a bas- 
ketball superstar. 


He appears to have been placed in 
the series as Alice's new romantic in- 
terest now that the love of her life, 
Carlos, is dead. Luther is badass but 
he is NOWHERE near the same 
league of AWESOME as Carlos! 
(RIP: Carlos you magnificent bas- 
tard!) 


Claire Redfield (Ali Larter) 





Ali Larter reprises her role as Claire 
in Afterlife. She does an awesome 
Job as Claire just like she did in Ex- 
tinction. Alice picks her up in Alaska 
while searching for her companions 
there. She has lost her memory due 
to some odd device that was atta- 
ched to her when Alice found her. 
She serves as to reveal the crux of 
the mystery at the heart of the 


movie as she regains her memory of 
who she is and what happened to 
her. She kicks JUST AS MUCH ass as 
Alice! No, that is not a Joke. She ac- 
tually faces down the Executioner 1 
опт. And, she actually is able to hold 
her own against that thing. Though 
Alice steps in to finish it off, 


Alice (Milla Jovovich) 





"The Queen of Kick Butt" as the 
avenging angel Alice is back to 
wreak revenge on Umbrella and 
ALL they have wrought. And MAN 
does she kick ass while doing it. In 
this movie she is trying to locate her 
companions from Extinction that 
she lost contact with at the end, She 
is also trying to find out what ha- 
ppened to the supposedly infection 
free settlement called Arcadia her 
friends flew to. She is trying to find 
out how it along with her friends 
could just disappear into thin air. 
She is a bit darker in this film having 
basically lost all hope. Basically the 
ONLY thing keeping her going is re- 
venge against Umbrella. 


EVALUATION 


This movie is pretty decent. It's a 
LOT better than I expected it to be. 
It's by no means a GREAT movie. 
However, if you want а good pop- 
corn movie with strong and exce- 
llent action. You cant go wrong 
with this one. As far as ranking 
within the Resident evil movie series 
I rank it third just above my least 
favorite, Resident Evil: Apocalypse, 
If you had to choose between After- 
life and Machete, | would recom- 
mend Machete hands down. I'd rate 
Resident Evil Afterlife a scale of 1 to 
4 stars I'd give it 2.1 











The Apbeal of Innocence 


by g1 diamonddigger870 
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Do you remember your childhood? 
l'Il never forget mine. Waking up on 
the weekdays to go to elementary 
school. Waking up on the weekends 
to watch cartoons. Playing video 
games whenever you want without 
a care in the world. 


Good times right? 


Sadly, these times slowly come to an 
end as you get older, as I've come to 
discover. School over the years has 
become much less about enjoying 
yourself, and more about preparing 
for the inevitable future. 


Ап understandable change of 
course, because the world is tough. 
Though that doesn't change the fact 
that this reality can sometime 
become overwhelming, To tempo- 
rarily escape this overwhelming rea- 
lity || play certain old and new 
video games. 


I'l also watch certain kinds of old 
апа new cartoons. The games and 
cartoons that work best for escapism 
for me generally feel like they're 
ripped straight from an imaginative 
child's mind. As such, they're desig- 
ned to be innocent, silly, and 
(sometimes unconsciously) self 
aware, which works to put me in the 
mindset of a innocent child. Instead 
of an socially awkward nostalgic 
‘teenager. 


The Mario franchise has always been 
a franchise designed to be cartoony. 
This feature is common through 
each and every Mario game, inclu- 
ding the spinoffs. The recent release 
of Super Mario Galaxy 2 is no ехсер- 
tion. Story lines for the Mario pla- 
tformers have always been told with 
а play, or a storybook style. Remi- 
niscent of the bedtime stories I'd 
hear as a child, that | would eagerly 
anticipate hearing every night my 
Grandmother was babysitting us. 
Stories that involve heroes trium- 
phing over impossible odds. 





Or like the play Cats, which | re- 
member seeing for the first time in 
kindergarden. Back to a point 
when | was actually given time to 
rest. 


Story isn't the only way the Mario 
games help to recapture a sense of 
nostalgia, the gameplay is another 
example. The gameplay is simple, 
jump from platform to platform. 
Though the platforming is simple 
апа essentially repetitive that 
doesn't stop it from being fun. Fur- 
thermore, the gameplay is not 
unlike the way children play. 


For example, the way a child learns 
how to ride a bike. It usually begins 
with training wheels on the bike. 
Which then leads to the training 
wheels removed, and the child 
learns to maneuver that way. After 
making their way across a driveway, 
then they want to try going up a hill, 
а steep hill. Biking is a simple thrill, 
but to challenge ourselves we put 
ourselves against tougher obstacles, 
and we still had fun. Not unlike the 
design of games featuring an Italian 
Plumber, is it not? 





Cartoons are another example of 
things that are well, cartoony. One 
of the best examples of a good car- 
toony series would have to be the 
Looney Tunes. These cartoons dis- 
play traits that are literally the exact 
opposite of realistic, which demons- 
trates the innocence of the show. 





It's simply designed to make you 
laugh. And the last time | checked 
laughing was good for you. 


This show had no shame, there was 
no boundary that they wouldn't 
cross. They were willing to have 
they're characters act as trans- 
sexuals, shoot them, drop them 
down cliff, and the list goes on and 
on. Despite the horrible tragedies 
thot can happen to the characters 
they never died, or seemed like they 
were апу real danger. The good 
guys usually won, and if they didn't 
they come back the next day do it 
all again. Also, the characters 
always seemed to be aware of their 
own fates. Sometimes the characters 
would even refer to audience, 
during the show. Which always 
caused me to chuckle, 


Since | am a child who was born 
after October 16, 1923 there was 
another place that delivered con- 
tent that is perfect for entering the 
mindset of a child, Disney. My cu- 
rrent age has prevented me from 
seeing each Disney movie when they 
were new, but I've still seen plenty of 








their movies drenched with childlike 
innocence and imagination. 


l'ue seen popular movies like The 
Lion King, Mulan, Tarzan, and The 
Little Mermaid, all of them watched 
entirely to many times by me and 
my siblings. This isn't even including 
any of the movies that Pixar has 
made that l'ue watched for years 
like Toy Story, or The Incredibles. All 
of these movies are similiar that fea- 
ture wonderful fantasy realms and 
lighthearted movie. Just like the 
previously mentioned games, or car- 
toons just in a different form. These 
type of simple, and silly worlds work 
fantastically when | need to escape 
the real world. There the rules aren't 
as strict, you have more time, and 
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it's much simpler to have fun. 


Similar to my fondest memories as a 
youth. Which is the appeal of these 
types of worlds for me, and it keeps 
me coming back for more, Despite 
the experiences these worlds bring 
me though 1 don't always cling to 
them. | go back to the real world for 
school, friends, and even sometimes 
entertainment with more realism. 
However, there are some people 
that take issue with the innocent 
type of entertainment. 


I'm not talking about the people 
that believe that any game that 
doesn't feature guns is gay. Or 
people think that they've outgrown 
certain things. I'm talking about 
people with legitimate reasons ex- 
pressing why they don't like the fact 
that Mario is always cartoony. They 
say that they've outgrown Mario, 


Which doesn't make sense to me as a 
complaint, because that's what 
makes Mario, and things like it so 
great. 


Games like Mario remind me of a 
simpler time in life, and attempts to 
put myself in that mindset. The 
games are about taking things at 
your own pace, and the simple joy 
derived from just jumping across 
platforms. 


Which sounds simple, but isn't that 
what the best parts of childhood 
were made of? Doesn't everyone 
want to recapture a simpler time in 
their lives, if only for an hour? 


A time in which we made we dro- 
pped our wishes into the wishing 
well, with the best of intentions. Wis- 
hing of adventure, and even world 
peace. Even though, unknown to us 
the coins would eventually be poc- 
keted by a business man. And our 
wishes would be left for us to achie- 
ve. A harsh reminder from a harsh 
world] 





A Totally 100% No-Holding-Back Honestly Unbiased Review 
By Ben 


Ben here, hoping everyone with an 
iPhone or iPod Touch is training for 
the upcoming zombie apocalypse 
by blasting off the faces of ginger- 
bread men with a mini-gun firing 
milk armed by a cow strapped to 
our heroine's back. 


Don't deny it, that apocalypse is 
coming, and who knows? Maybe it 
won't be the zombies we'll have to 
worry about, but the rebellious 
pastry! 


So what do I think of Texting of the 
Bread? Well, here is my subjective 
review, straight from a totally un- 
biased source. 


Texting of the Bread is, at its core, a 
portable homage to the nostalgic 
cult-classic Typing of the Dead, a 
game you may remember as a build 
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of House of the Dead where the 
player slaughtered zombies with a 
keyboard. Genius. 


Texting of the Bread follows a simi- 
lar formula; type the words shown 
and the heroine, Ginger, will drown 
those cute, rabid gingerbread zom- 
bies to a sugary grave. 


It only costs 2 bucks, and it features 
over 75 levels of man-eating cookie 
goodness, tons of easter eggs and se- 
crets, three different games modes, 
leaderboards, Facebook integra- 
tion, achievements, hilarious action, 
FREE future downloads of brental- 
floss and the Angry Video Game 
Nerd as playable characters, elabo- 
rate enemies, wonderful voice- 

acting, a star-studded cast, the work 
of a fantastic group of designers and 
Programmers, spawned from the 





god-like minds of the ScrewAttack 
staff... 


Er, whoops. Got carried away there, 
didn't I? 


Okay, let's be honest here, every 
game has its flaws. No game is per- 
fect. So Texting of the Bread із no ex- 
ception, right? Right. It has one enor- 
mous gaping problem that is so ob- 
vious and game-changing, | cannot 
believe we ScrewAttack staffers 
never caught it. 


You see, the problem is that the 
game is too damn addicting! I'm sit- 
ting in class, trying to listen to the 
professor's ridiculous lecture on the 
differences between question marks 
and periods, but it's impossible be- 
cause | still need to get past that 
darn vomiting gingerbread zombie 
and his parachuting pals! And | don't 
think Nervous Nick's done anything 
productive for weeks! 


The game is so amazing, and | hope 
no update patch is ever released to 
fix this problem. 


Vep. | hope you found my review 
enlightening. I always try to look at 
games from every possible angle 
whenever I'm writing something like 
this. 


Though | admit my review seems a 
little short, and there's plenty more 
space on this page for me write, isn't 











STOP THIS CRAZY GUY!!] 


there? Well then, | guess it wouldn't 
hurt to give a little “behind the 
scenes" look at Texting of the Bread, 
would it? 


A long time ago in an office space 
not far, far away, unless you live in 
Texas, our boss Stuttering Craig 
walked in and explained that he 
had a great idea for the future of 
ScrewAttack; an iPhone game 
called Texting of the Dead, 


The cult-classic revamped for a 
smartphone! Of course, as with all 
great inventions from superb kingly 
minds, this ingenuity was met with 
scorn and ridicule that wouldn't 
waver until after tragic death. From 
other people, of course. Us 
ScrewAttackers all have superb 
kingly minds. Except Jose. 


No, we were all excited about the 
idea, though it took awhile to get 
things going. The idea had been cir- 
culating ever since the Top Ten 
Zombies video we made last year. 


Of course, at that point it was just an 
idea, a thought in our minds with as 
much hope for completion as Corey 
finally going blond. 


Fortunately, Craig managed to find 
the awesome guys at Controlled 
Chaos Media who were excited to 


take the project on and have done 
an absolutely amazing job putting it 
all together! I'd suggest check out 
www.cchaosmedia.com sometime! 


Once we realized this game was ac- 
tually going to happen, we spent 
weeks and weeks developing ideas 
for the game, characters, enemies, 
and so on. 


The zombies were changed to gin- 
gerbread men very early on for two 
major reasons. First, we didn't want 
the game be be too similar to 
Typing of the Dead. We wanted our 
own original idea. 


Second, we wanted this game to 
appeal to a wider audience, and not 
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just the hardcore zombie-shooting 
fans who play Left 4 Dead and 
Dead Rising. 


It's an iPhone game, so one has to 
appeal to the iPhone crowd if you 
are going to produce a product for 
it! 


| Anyway, we all really liked the idea, 


and even if at first it seemed like a 
way to suck up to a larger demo- 
graphic, it didn't take long at all for 
us to greatly prefer those crazy suici- 
dal gingerbread hordes over plain 
ordinary zombies. 


Really, you can find those anywhere 
these days. Look outside, there's pro- 
bably one in your neighborhood 
right now. Typical. 


Originally the hero was actually a 
big, burly, hairy dude who had just 
returned from a war to find his dairy 
farm being invaded by creepy coo- 
hies. 


Think Bill Rizer meets Zangief. After 
changing the zombies to ginger- 
bread, it didn't take long to change 
Mr. Cliche to the hardcore army 
chick named Ginger. 
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Of all the characters, she seemed to 
be the most difficult to design. 


Early concepts varied from Ginger 
wearing a full military suit with cro- 
pped hair to skimpier, torn up clo- 
thes with pigtails; from the cow stan- 
ding at her side to the mini-gun 
mounted on a turret... a lot of work 
went into Ginger's character. She's 
voiced by Maxifent Corey. 


Actually, all the voices in the game 
are performed by the ScrewAttack 
crew! Craig voices the ordinary zom- 
bies, Nick voices the sprinting ones, 
Jose got the the "mini-boss" zombie 
that takes many words to kill, 
Chad's the rabid ones, and so on. | 
lent my voice to the zombies with no 
legs. You know, the most harmless 
ones in the game. "Slow and steady 
wins the race!" 


» 


Jer Lv] 


TEXT TO SHOOT MONSTERS!!11 








It's kind of surreal being part of the process behind making a video game. 


I dont think it really ЋЕ me what we had made here until | looked at the 
App Store one day and saw that Texting of the Bread was competing for a 
top spot against Street Fighter IV. Yeah, we were going up against Capcom. 


Wow. It's really something to know a game you've been apart of is now in 
the hands of thousands of players, and it's been an absolutely amazing ex- 
perience since day one. 


So... go buy it!!! 
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In Jared's mind, Scary stuff shit their pants in fear. 
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by g1 EliteKill 


Bring Back the Expansion Packs! 


In the age of Digital Downloading, I have seen a trend of DLC releases to the point that its absurd how much milking 
can be done. In this blog, | would like to look back at the "happier times" of expansion packs. 


Pre-purchase now 


кейт г maps, including brand-new battlegrounds and 


5 additional ас 
legénda: 
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First thing first, to all of the console 
gamers reading this, you might not 
understand what I'm talking about 
because this issue is more familiar to 
PC gamers. 


Now, to the rant. | was browsing 
Steam yesterday to see if | can pre- 
order the MW2 Stimulus Package, 
which includes my favorite map 
from Call о Duty 4 -Crash. | was ex- 
pecting free map packs like in the 
last outing, but | imagined that since 
the game has been integrated with 
Steam | might have to pay a small 
price. When I turned to the purchase 
page, | was shocked to see that it 
costs 15$. 5 maps, and only 3 of them 
are actually new, for 15$. 


That's 3 (or 5$) dollars a map. What. 
The. Fuck. 


Let's go back a while, to the early 
1990's. Most games had a single 
player component only, 3D graphics 
were only a concept and Sony was 
still a small name in the gaming 
world. Now, for this blog post, I'm 
going to talk mostly about PC 
games. So, getting back on topic, 
combining video games and the In- 
ternet was just introduced and the 


of Duty 4: Modern Warfare 


people loved it. Imagine - for years 
you could only play with your friends 
when they came over, and that was 
only on a handful of games. But 
пош, you could connect to them 
through the magical Internet! Ama- 
zing! My point - online services were 
only a multiplayer thing. 


Now back to our time, look at Xbox 
LIVE, PSN or Nintendo WFC. Apart 
from buying retail games from your 
couch, you can watch movies, play 
demos and even experience smaller, 
independent games. The online ге- 
volution that had taken gaming is 
great in many ways, but it did bring 
with it one big law - the introduction 
of DLCs. 


Back to the 90%, you'd buy and 
finish a game. If it was a console 
game, you would have to wait for a 
sequel to be released in order to con- 
tinue the story. PC gamers, however, 
had the then-exclusive technology 
of the hard drives. 


Because games were installed on the 
computer itself, you could add on to 
the game's data and essentially 
change/continue the game - hence 
mods. 





But the modders weren't the only 
people took advantage of that 
system, but also developers. Expan- 
sion packs were released regularly 
for successful games, and sometimes 
a single title would get up to 3 of 
those. For those of you who are un- 
familiar with expansion packs, they 
were just like DLCs only much, and | 
mean much bigger. 





Let's take a look at the Sims series, 
famous for its expansion packs, or 
more notably The Sims 2. While the 
core game was fun and immerse, 
but if played with all expansion 
packs installed, you can really see 
how they add t the game, For 
example, the Nightlife Expansion 
Pack (pictured above), added a 
whole new downtown area to ex- 
plore. 


From going on dates to just hanging 
out, Nightlife offered a great range 
of activities for your Sims. It's a per- 
fect example of an expansion pack - 
the core game does fine without it, 
but with it, it is improved greatly. 
But The Sims is a very special, "open" 
type of game, so let's take a look at 
a more normal game. 


Heroes of Might and Magic IIl had 
numerous single scenarios and six 
campaigns which make up the main 
story, What does Armageddon's 
Blade add? Over 35 new single sce- 
narios and 6 new campaigns. That's 
right, the expansion pack adds the 
same amount of campaigns as there 
were in the original game. If that's 









not enough, it adds a new town and 
many new creatures to the game. 
To top it all, а Random Map Сепе- 
rator is also in the pachage to give 
the game infinite replayability. 
That's how an expansion should be - 
continuing the core story and 
adding much more. Now let's take a 
look at some "modern" DLCs. 


Agame recently released, Just Cause 
2, has been met with good reviews. 
It also sold well. But one thing bo- 
thers me most: Even though it has 
been released for less than 2 months, 
two DLCs have already been made. 
That's right. Even though they are 
only 25 each, all they add is some 
new vechiles and weapons. Try to 


у 


compare them to Armageddon's 
Blade or Nightlife - it's a sad situa- 
tion. The quality and scope of newer 
DLCs doesnt even come close to 
what expansion packs have to offer. 
Let's also go back to the Stimulus 
Package. You get 5 maps. That's all. 
How can they steal money like that? 
But the rudest form of DLCs is what 
Ubisoft has done with Assassin's 
Creed 2 for the consoles. 


Let me explain something about 
Assassin's Creed 2 for those of you 
who haven't played it. The game is 
divided up into 14 Sequences telling 
the story of Ezio Auditore de Firenze. 
The Xbox 360 and P$3 versions, 
which were released earlier than the 
PC game, jumped from Sequence 11 
straight to the finale in Sequence 14. 
What happened to 12 and 13? You 
have to buy them, of course! You see 
what Ubisoft have done? They shi- 
pped an incomplete game and de- 
manded money if you want to play 
the whole story. How can they even 
think of that? 


To their defense, "Sequences 12 and 
13 weren't ready for the console re- 
leases", and that's the reason while 
the DLCs are included in the PC ver- 
sion. That's still not acceptable. How 
can a company publish and release 
a game they have not finished 
making? With the DLC craze going 
on, Ubisoft just charged some money 
out of you and BAM! You have the 
game. World Champions of Miliking 
your Wallets, 


To end this long post on a high note, 
| must say there is some hope. Some 
games, mostly of the strategy genre, 
such as Heroes of Might and Magic V 
or the newer C&C games have given 
us full expansion packs to play with. 
Also, some larger DLCs such as the 
ones for Fallout 3 or GTA IV are a 


7 good investment. Still, I'm talking to 
N^ 


developers here: 


Bring bach the expansion 
packs! 
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Бейіс designer dies a hero 


In what has to be one of the most selfless acts | have ever seen, former designer at Relic Studios, Brian 
Wood, sacrificed his own to life to safe his family. The Wood's car was on a collision course with an out of 
control Chevy Blazer when Brian decided to brake and swerve his Subaru so that his side would take 
the full blunt of the impact. This selfless act cost Brian his life but saved his wife of five years and their still 
unborn child. His wife Erin Wood only suffered a non-life-threatening head injury. 


"All the policeman say that if we had hit the car head-on all of us would be dead," said wife Erin Wood. 
"At the very last second (Brian) braked really hard and turned right so that he would be put in the path 
of the SUV and not me and the baby, and that is the only thing that saved us both. | am not going to 
waste the gift he gave us,” 


"He was the most amazing warm-hearted man you would ever meet who loved his job, loved his family, 
апа was just my rock." 


The accident happened on Friday as the Woods were making their way to a family home on Whidbey 
Island in Washington State. 


The Chevy Blazer lost control when the driver tried to take off her sweeter while driving. She asked the 
other front passenger to take the wheel for her. There were four occupants on the Chevy Blazer; two of 
them were killed and two injured with both front occupants facing three charges of vehicular homicide 
and one charge of vehicular assault. The driver is in custody and the front passenger is in a hospital reco- 
vering from a broken pelvis. 


The Washington State Patrol found evidence of drug use on the part of the Chevy drivers. As Jim Sterling 
from Destructoid said, it was only fitting that Brian worked on the Company of Heroes games because 
there is no better description for the man than hero. 
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Back at Nintendo's ЕЗ press conference we learned that 
many big game publishers were going to support the 
3DS with some of their best franchises. We have Konami 
with Metal Gear and Capcom with Resident Evil just to 
name a few. Another company that announced su- 
pport for the 305 was Tecmo Koei, but they did not spe- 
cified as to what game they would be bringing to the 
new hand-held. Well, thanks to Famitsu, now we know 
that it will be a brand new Dead or Alive game. 


The game is called Dead or Alive: Dimensions and all we 
сап confirm from the screenshots is that Ayane, Kasumi 
and Hayate will be playable. Famitsu also teased that 
the game will not play like a normal 3D fighter. From 
looking at the screenshots above it's clear that the game Dead or Alive game for 3D5 
looks gorgeous for a hand-held title. 


Tecmo Koei announces a new 


Capcom just can’t seem to hold it in any longer as 
the give up with a few pretty screen shots along with 
some juicy info on the upcoming Mega Man Univer- 
se. Specifically, the customization of stages and you 
own Mega Man. 


According to Capcom, “In Mega Man Universe, you 
can create your own original Mega Man by assem- 
bling parts you like. Also, your abilities will change 
depending on the parts you choose. There are a 
wide variety of custom parts that allow you to 
create your original Mega Man!" 


Capcom goes on to say that the game will allow you 
to create your own stages as well as play stages 
created by other users. "Aside from Mega Man 
themed stages, there are a variety of custom stage 
parts that will be revealed soon," says Capcom. Per- 
haps we can have Mega Man going through a Ghost 
and Goblins stage. 


Мо date has been set for Mega Man Universe. 


T | E П | Just what the Resident Evil series needs, another 3D 


DE GENERATIÓN movie, because Afterlife is such a good film. Oh wait, 


Resident Evil: Afterlife opened at No. 1 worldwide ac- 
cording to Milla Jovovich. 


Well that sucks, guess we will be seeing more crappy 
Resident Evil movies in the future, 
Capcom has announced a follow-up to Resident Evil: 
Degeneration. Titled Resident Evil: Damnation, it Oh well who cares, | got more important things to do 
will be a CG animated film. than get pissed at Resident Evil: Afterlife, like finishing 
Halo: Reach. Anyone saw Resident Evil: Degeneration? 
Both Sony and Capcom are working on the project Was it a good film or did it suck? 
and it's scheduled for release in 2012 in 3D. 
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J "The first matchmaking update for Reach will 


occur in early October and consists primarily of 


“T fixes for bugs and balance issues" posted 


= c = 
First Halo: Reach 
patch coming in October 
Bungie has announced that the first patch for Halo: Reach 
will be coming out in early October. The patch will add new 
game types, new Forge maps and fixes for bugs and balan- 
ce issues, 


Ladies and gentlemen, we have a new King of 
Kong. You know him, you love, Mr. Steve Wiebe! 


Remember that depressing little bit of news last 
month where hot sauce guru Billy Mitchell 
topped Hank Chien's Donkey Kong world record 
high score in the most arrogant way possible? 
Well this past weekend, Wiebe once again to- 
ppled his arch-rival in front of Twin Galaxies offi- 
cials with an incredible score of 1,064,500. 


You shouldn't have stopped at 1,062,800 Billy. | 


guess Billy Mitchell, being Billy Mitchell came 
back to bite Billy Mitchell. 


Behold the trailer for 
Pokemon: Apokelypse! Behold it! 


SNC 
NE атыу 


Bungie. “We're not done testing them all yet, 
but when they're ready we'll fill you in on all of 
the little details. 


We'll also be adding some game types and 
Forge maps. Co-op campaign will be going live 
in October as well." 


Also, Bungie has released the game's first week 
statistics and they're damn impressive. Over 31 
million Halo Reach games have been played 
since launch and more than 953 man-years 
have been spent іп matchmaking. Finally, 
Reach generated more than $200 million in its 
first day of sales. 


The King of Kong title slips 
from the evil grasp of Billy Mitchell 


Remember the leaked footage from the trailer 
for that dark and gritty Pokemon movie that 
Destin highlighted on Hard News? Well it turns 
out that it is in fact a real thing. Well, sort of. 


The trailer itself is the genuine artifact, lovingly 
created by a group of dedicated Pokemon fans. 


However, it's unlikely that the full movie will ac- 
tually get made but at least they have mana- 
ged to create this great bit of dark comedy. 


Think of it as Treehouse of Horror style parody 
of sorts, but you Rnow, with real people and wi- 
thout The Simpsons. 
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Media Molecule announced today that they will be 
pushing back LittleBigPlanet 2 into early 201. The 
game was originally coming out in time for the holiday 


ж 2 
сеје iei Planet season but is now scheduled for a worldwide release in 
January 2011. 


Well that sucks for Sackboy fans, but at least the delay 
isnt a big one. Anyone here looking forward to this 
дате? 


Walmart has listed а P53 ICO/Shadow of the 
Colossus collection at Walmart.com for $40. 


42 n 
| и ы ICO and Shadow of the Colossus 
The game still hasn't been confirmed by Sony, collection listed at Walmart.com 
with Shadow of the Colossus director Fumito 


Ueda scheduled to make an appearance at the 
event to show off The Last Guardian. 


In an episode of Hard News it was repor- 
ted that Walmart had listed Mag 2 for a 
tentative release in January 25, 2011. 


This is the second time that Walmart puts a 
game in their site without official confirmation 
from the publisher. 


Well, if Walmart keeps this up we're not 
going to have any important announce- 
ments left for the future. 


Nintendo has released a new trailer for Metal 
Gear Solid 3DS and it looks gorgeous. 


Some of the 3D effects don't transfer well, but 
it gives a great impression of what the hard- 
ware is graphically capable of. 
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Оһ boy, we got а ton of 305 news to talk about. 
Let's get right to it, shall we? 


First of all, the info the whole gaming world has 
been waiting for since the revealing at E3, the price 
and release date... for Japan. 


The system will launch on the Japanese market on 
Febuary 26 next year and you'll be able to pick it 
up for 25 000 yen (which is approximately $300, 
€219 or £189). 


It will launch in America and Europe sometime in 
March. Bundled with the system will be а 2GB SD 
card and a special charging stand. 


Moving on, we got the game lineup, and boy, it 
looks promising. | gotta say, Kid Icarus, Resident 
Evil, Super Street Fighter IV, Zelda: Ocarina of 
Time, Star Fox 64 and all look amazing. 


Nintendo has also confirmed that you'll be able to 
download classic Game Boy and GBA titles via a 
Virtual Console Service. 


They'll be teaming up with Fuji TV to deliver 3D 
videos to the system on a daily basis, as а little ex- 
periment. The Mii system from the Wii will carry 
over to the 305 as well (and you will be able to put 
your own little pretty face on the using the came- 
ras), 


If you've purchased any DSi Ware games for your 
DSi, you will be able to transfer those games over 
to the 305. 


It's like it's Christmas, right? 


Beyond Good & Evil getting HD remake 


Nintendo drops a ton of release dates 


hd ^ 
Rumor: Project Milo dropped 
in favor of Fable Kinect дате 
A source from Eurogamer claims that work on Project 
Milo ceased earlier this week when 19 contractors who 
were worhing on the project were laid off by the com- 
pany. 


It seems that the technology created for Milo will be 
used to develop a "Fable themed Kinect Game." 


Microsoft's response? The same as always: "Microsoft does 
not comment on rumor or speculation." 


So what do you guys think, is it true or not? | personally 
hope it's true so that we don't have to deal with the 
Milo/Skynet problem in the future. 


Remaking games for HD platforms seems to be the trend 
this days and Ubisoft is joining the fray with its cult classic, 
Beyond Good & Evil. The game its getting an HD revamp 
with upgraded character models, textures and audio all 
running in glorious 1080p resolution. The story and the 
gameplay however will remain unchanged so fans can 
rest easy. 


Expect Beyond Good & Evil HD to hit XBLA and PSN so- 
metime during next year. Maybe if sales of the HD 
remake are good enough we will get some new informa- 
tion on the sequel. One can only hope. 
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Castlevania: Lords of Shadow 
380/553 


Cosmic Destruction А 
PSP/360/PS3 ^ 


NBA 2K11 
380/P$3/WI/PS2/PC/PSP 


Def Jam Rapstar 
PS3/WI1/360 


Final Fantasy: 
м 4 Heroes Of Light 


Enslaved: Odyssey to the West 
360/P83 

NBA Jam 

wi 


Kirby's Epic Yarn 
Left 4 Dead 2: The Sacrifice * 
PC/360/PS3 





Fallout: New Vegas 
PC/360/PS3 


Vanquish 
380/053 


DJ Hero 2 
Wii/360/PS3 


SAW 2 


Blazing Souls Accelate 
PSP 





| Confirm J Exnected to he 
Other Game Releases: 


Wii Party - Wii - 03 Oct. 

Pokemon Guardian Signs - DS 04 Oct. 
Shantae: Risky's Revenge - 05 - 04 Oct. 
Racers' Islands: Crazy Racers - Wii - 04 Oct. 


Actual Crimes: Jack the Ripper -PSP-ü5ct =?) = 


Honkeart: Kings Crusade 


380/53 
Time Crisis: Razing Storm 
PS3 


Pro Evolution Soccer 2011 
360/Р53 

Empire: Total War - Gold Edition 
т 


Rock Band 3 
Wil/360/P83 


WWE Smack 
PSP/PS2/300/P83 
Star Wars: TI 
ТЕЛІ) 
Fable 3 

ЕТІ 


Shaun White 
Wii/380/P53 


John Daly's ProStroke Golf - P 
Def Jam Rapstar - Wii/360/PS 
Comic Jumper - 360 - 06 Oct. 
Lufia: Curse of the Sinistrals - 
Sniper Elite - Wii-12 Oct. 

ч The Shoot-PS3 - 12 Oct. 
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Video Game Releases of the month 





Medal of Honor 
PC/380/P53 


duehoy 4 Alan Wake: The Writer DLC 


Thuthu Pets: 

The Wild Bunch 
Borderlands: GOTY Edition 
PC/360/PS3 

негі шесі: House of Thule 


Heroes of the Ring 
DOS /Wi/PS3/PSP/360 


Arcania: A Gothic Tale 
P6/Wti/360/ 


Sonic the Hedgehog 4 
Scribblenauts 2 
Ds 


Sonic the Hedgehog 4 
360 






own Vs Raw 2011 
le Force Unleashed 2 
Skateboarding 
or Release Dates from October 04, 2010. 
Game's release dates may change during the month. 
58 - 05 Oct. Sengoku BASARA Samurai Heroes - Wil/PS3 - 12 Oct. 
3-05 Oct. Lost Planet 2 - PC - 15 Oct. 


$ 2 EASports ММА - 360/Р53 - 19 Oct. 
DS - 12 Oct. EL A ANET ports Я 


Naruto Shippuden: Ultimate Ninja Storm 2 - PS3 - 19 Oct. 
Super Meat Boy - 360 - 20 Oct. 
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The SupemAwesomer Gaming Crossword 
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| 7 
E ^h y 
E ~~ A 
| 2 Video Games are evil 3 1. Costs the doul 
5 2. Оһ they аге зо ct 
з. Eats poop from butt 
5. KEY-CHAIN MORO)! 
8. Soi heard you like them. 
10. She у I ет toG 00 
Ti: Will go blonde... eventually) TE 
u have always give him trouble... 12. Chad and his тош SideScro 
led the script of his movie! 14 Unfortunately it look ie азе: 
colors. 


~ Ё j. The best day to actually. play Castlevania, 
x 17. At night Sonic became slower... and lamer: 
Ше”. So you are in МА 

e 19. Adam, i EEEE j 

2; ee и 


“А, 
CROSS м 










WTF |5 THAT??? 


You know the rules of the game, this time instead 
of video games we try to find WTF ¡s,that-video,,SÓ 


\ де Менде IDERP! | 
| H He TTE ZH - 


look around оп ScrewAttack and tryito find-oút, : 
from which video is this image, hard? maybe but 

fear not theres a little clue here: 2 

ONLYIN JAPAN!!! / | 

f 








А 


(2 а а Fea will 
A_ о у Е О man 





[з 


Who's That Character??? 


Come'on! Let's put.that Pokedex ability we all got; 
| except thisis not ия а pokemon $0... ok guess.who!s 
| this character! 







'SCRIBBLENAUTS 
Anagrams’ аге cool апа! we could,create 
anything We write it Would be'so awesome: 
but for,now,tell me what із the meaning of 
this message??? 


'headforemost 


SE "Ae— У unm 


More memorable moments from SGC 2010. 
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Ves it’s been over 3 months since this mad- 
ness happened and it still wonders on our 


г Д A minds, how next year will be awesomer? 


” 
SCREWA? TAC! Well i gotta say one thing about SGC that it 


is a First Experience convention, becuase 
GAMING CONVENTION every time is a first to everyone, everyone! 


even the veterans like myself. 





Thanks to 91 SoulCrash for taking this ama- 

zing pictures. Don't forget to check his site 

http://www.the-enthusiasts.com/ for more 
awesomness. 


Angel The Director of Awesome who we 
though will miss this awesomeness, Further 
down he with Corey and James Rolfe. 

Eddie Lebrown, The director of the fan 
made Megaman Movie checking the Sche- 
dule. 
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Ben showing us his um... fetishes...? cool. 


The Market place of SGC. 4 И 
Marzgurl making her guard 
time at the exit of the market 
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Sponny with his fans and Kurt, one of the youngests 
915 to attend SGC for two years in a row. 


ЕЛ 












Everyone having 72 hours of FUN! 
Live and Level, the 901% and Keith's 
Olympics! 


Hard News always delivers with uniting 
һе 41% and members of the convention to 
gather and give a big THIS Is HARD NEWS! 
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~~ 


James The AVGN at his panel always cheerful and 
happy to see his fan base every year! 








No one sleeps in SGC and if you suddenly fall asleep 
Keith and the convention will remind you to have 
fun over and over again! 


Stuttering Craig and Kelly Apicary, damn he is tall... 





Parents don't worry, Hitman is child firendly and that 
infected guy on top too. 


Brentalfloss in his floss suit giving us a hell of a show. 
An Awesome girl cosplaying as Juri from Street 
Fighter. 


ES x20 ЇЇ CORDE - ШШЕ 210) 


A serio 
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Horatio Knows Best 


Horatio, Wolfe was seen 
walking to the bathroom 
to play some video games 












| Guess һе 
just had to. 
1 


Lal 4 









um Craig? 
why Is Godzilla 
outside the hu? 






Oh Sh'L. 
knew i shouldn't 
had fed it... 





















































DUGLGUOGL -WIF is that? Who's that character? 
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ETTORE 


Who Solved it: 
NO ONE! YOU LOSE THE GAME! 











So it was an amazing month, ада! 
whole waiting of this week for the mag ih 
happen again all i can do is keen worki 
ving and who knows maybe we will be wi 
ther on a much better magazine. 


Anyway yes this time i win the g id you lose it, no 
one submitted the puzzles se no prizes for anyone... 





mmmm internet hownies are awesome 
yummy! So don't fail next time gf's, еса 
net is seriosu business... 


Have a great month and enjoy your halloween!!! 
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